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NEW ATARI GAMES! 
TIGER ATTACK 
and NUCLEUS 




ST FILE 




Liu** 

scngp 





MACHINE CODE 
ROUTINES 

GAMES THEY NEVER RELEASED 

WHAT YOU CAN'T GET FOR YOUR ATARI 



EDUCATIONAL SOFTWARE 

- FUN SCHOOL AND B-BYTES 

- UNIX on the ST for fun or for real? 

plus ... POLICE QUEST II ... KING'S QUEST IV ... Zany Golf 
Operation Neptune ... Galdregon's Domain and more 



FOR YOUR ST 



THE JADE STONE 

from Marlin Games 

A beautifully Illustrated text and graphics adventure by Linda Wright 
in which you play Amora. the beautiful daughter of Lord Senidea of 
Nulom engaged to Amanton. a man that you father does not 
approve of. In an attempt to impress him Amanton announces that 
he will sort out the evil sorceror Mallumo, however young Amanton is 
soon captured and so is your father. You learn that only The Jade 
Stone is magical enough 1o overcome the evil Mallumo and so you 
must search for the Stone ond rescue both your fattier and 
sweetheart 

An unusuai and enchanting adventure with many little surprises - 
features include VGCAB, OOPS, EXAMINE ALL, R AMSAVE/RESTOR E 
and GRAPHICS OFF 

The JADE STONE is just £9.95 



DOMES OF SHA 



A range of quality adventures from 
some of the smaller software houses 
that are now bringing their long 
heralded talents to the ST 



Lib"— . OC^-' ■ 



here toy a. L an e , uh i Ls t a sua I L 
signpost pd in ts helpful 14 in all four 
directions as most people head either 
north or west , 



f) tmpp ua^ders by, sn I L 159 ^tr (1/13*2 Ly 
at you us Ike heads west. Che ok i ng the 
si^np^t 1 distover- that th§> roads 

Lead to the town . the woods, a 
seaside viLLage and Vibran Plains. 
Deciding that you eight find someone 
to help you in the village, you head 
in that direction... 



Linda Wright has been writing adventures on other machines for 
many years, She is highly regarded in the Adventure world and 
iTiony of her games have been reviewed in CRASH and other 
mogorinos. I fcr most recent game !Ht BEASJ earned a 9]% 
rating} Sn a world dominated Jby mole writers. Linad brings a 
refteshlnQ new approach to many other adventures 



Tri-Paek 



from River Software 

Three text only adventures from Jack Lockerby, a highly regarded writer of descriptive adventures 



DOMES OF SHA is River Software's most successful adventure 
so far, Set in a far carrier of the galaxy, an evenf was faking 
place that would not only affect the tiny planet of Olaxas. but 
worlds not even born. The surviving people knew that they must 
move or die but the Cold Fear has prevented them from going. 
Somebody must be strong enough to lead the people of SHA 
to safety 

HAMMER OF GRIM MOLD Is set in the land of dwarves where 
Grlmmold, mightiest of the Dwarf Kings, is deeply troubled. His 
fabled hammer, a symbol of health and fertility, has been 
stolen bringing misery to the land. The noble adventurer is 
charged with recovering the Hammer of Grimmold but must 
firs' outwit the Hooded Men, deceive the Gigantic Ore and 
finally overcome Valk, the evil one 



FOR YOUR XL/XE 



AT LAST SOMETHING FOR TAPE USERS! 

UNDER STARTERS ORDERS 

NOW AVAILABLE ON TAPE for just £2.95 

A great racing geme for ail the family 
now 3 vail able on boot tape 



" Computer belting for 1 ■ 4 players 

* Full colour animated race graphics 

* Save game l&cilily 
' 7 races pgr meeting 

* Name you own horses 

* Photo finish and more 




GO.. GO -GO! 



You'll be jumping out of your seat with excitement! 

See PAGE $ Ma gar ire issue 3.7 page 29 lor further details of this super program. 
Tape version has all the facilities and Fun ol ihe disk version except that the number 
ol horse databases is limiled. A VAILABLE EXCLUSJVEL Y FROM PAGE 6 



MUTANT is a more down to earth adventure. Twenty years 
ago, on one of the South Sea Islands, the bomb was tested. 
This small island has since returned to the lush paradise it 
once was and small villages have sprung up around the 
coast but all is not welL however, as something lurks in the 
mountains. No-one has seen it and survived but many have 
heard its hideous cry, Vou are Mankind 's last hope of track- 
ing down and destroying this creature before it is too late 

Three totally different and absorbing adventures full of evo- 
cat ve descriptions and hidden messages ■ ideal for the 
newcomerFeatures include HELP, RAMS AVE, RAM RESTORE, 
OOPS and AG AN 



Author Jack Lockorby has written over a dozen adventures on 
the Spectrum and Commodore and is a highly regarded figure in 
Adventure circSes. Many of his games hove received praise from 
Mike Gerrord, writing in Your Sinclair., and several of his games 
have been heavily promoted by the magazine, Jack Is o retired 
Mining Engineer whose writing toients have brought joy to 
thousands of adventurers over the past 3 years. 



ORDER FORM on page 49 



TURBO BASIC 



Possibly the best language for your 
XL/Xfc ond easy to learn with our 
tutorial series. Even your own Atari 
Basic programs wl run up to ihree 
limes as fast with Turbo Basic and 
me disk cones complete with o 
lightning fast compiler "hat will en- 
able your programs to run at 
machine code speed. Turbo Basic 
has revolutionised programming for 
many users being ve<y easy ro use 
tor anyone with a lithe knowledge of 
Atari Basic 

With a printed nar.ual and proac- 
tive wailet - oniy from PAGE 6 

Disk only £3.95 



OFFICE II 



Simply the best oil round 
business program for your 
Atari. Word Processor, 
Spreadsheet, Database, 
Label Printer, Comms, what 
more can we say? Hundreds 
have bought this hard to find 
program so we are con- 
tinuing our special offer 

SAVE £5 - SPECIAL 
OFFER PRICE £14,95! 
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THE PODZ 
Hunt the aliens in this 
smooth scrolling game 



SUBSCRIPTIONS 
Annual subscription rates (6 issues) 

UK £9.00 

Europe £13.50 

Elsewhere (sea) £13.50 

Elsewhere (Air) £21.00 



NEW ATARI USER ON DISK 

A disk containing all ot the 3-bit 
programs from each issue of 
NEW ATARI USER is available either 
separately or on subcription. Single 
price £2,95 per disk. Subscription 
rates (6 issues) 



UK 

Europe 

Elsewhere (sea) 
Elsewhere (Air) 



£24.00 

£30.00 

£30.00 

Please 

enquire 



SUBMISSIONS 

PAGE 6 welcomes and encourages ils read- 
ers 1o Subrni1, articles, programs and reviews 
for publication. Programs must be submitted 
on disk or cassette. aniclQs should wherever 
possible bo submitted as Lex1 hies on d sk We 
seek to encourage your participation and do 
nol have slrict rules tor submissions. If some - 
ihing interests you. write a program or article 
and submi? it! Appropriate payment will be 
made lor all published programs and articles. 

All original amdes. programs and other male- 
rial in NEW ATARI USER is copyright of the 
author as credited. All uncredited material is 
copyright PAGF 6. Unless confining rhe by- 
line 'AN Rights Reserved' any material in 
NEW ATARI USER may be reproduced by 
User Groups and olher non-profit making 
organisations provided that she auihar's name 
is included and PAGE 6 is credited as the 
original publisher. Permission 10 publish else- 
where should be oblained from PAGE 6 or the 
author. Editors ot newsletters reproducing 
material are requested to send a copy ot the 
relevant issce to the Editorial address of 
PAGE 6. Whilst we take whatever steps we 
can to ensure the accuracy of articles and 
programs and the conienis of advertisements, 
PAGF f: cnr r ot be he'd liaole for any errors 
or claims made by advertisers. 

ATARI jTM) is a registered trademark ol 
ATARI CORP. All references should be so 
noted. NEW ATARI USER is an independent 
poblicalion and has no connection with Atari 
or wiin any other company or publisher. 



The next issue of 
NEW ATARI USER 
wilt be on sale 27th July 
Editorial copy date is 12th June 



MACHINE CODE LIBRARY by Stephen Williamson 1 2 

Routines for saving and loading blocks of memory 
THE TIPSTER 1 6 

Hints and Tips on your favourite games 

LONDON ALTERNATIVE MICRO SHOW by Col n Hunt 1 8 

THE PODZ by Bill Halsall 20 
Destroy the alien pods in this smooth scroller 
GAMES THEY NEVER RELEASED y k ,k Rueboiiom 24 
What are the games that never mode it over here? 
MCQ-TEST by David Rowlings 26 
An examination program for serious study or plain fun 
CASSETTE DATABASE by ion Finlayscn 32 
Flesh on the bones as the database begins to work 
SOFTWARE REVIEWS 37 
Tiger Attack - Nucleus - Jocky Wilson's Darts - Winter Events - 
Tanium - Counter Slot 

TURBO BASIC by Gordon Cameron 40 
Some powerful graphics commands explained 
REAL TIME CLOCK by Ler, Golding 44 
A machine cade routine that lets you use your Atari os o clock 
RANDOM NOTES by Mark Hutchinson 50 



ST FILE 



MINIX-ST by rVtotthewJ ones 

Is this the ideal program for serious hackers? 

FU N SCHOOL 2 by John S Dovi son 

Educational software reaches new heights 

B BYTES EDUCATIONAL by John S DavSson 

But there's also some good lower priced programs 

POLICE QUEST II by John R, Bomsiey 

ST GAMES - Andes Attack - Ballistix * B la steroids - Bomb 

Fusion - Rugby Simulator - Steve Davis Snooker - Zany Golf 

Barbarian II - Dragonscope - Fusion 

MUSICAL HARDWARE by John S Davison 

Our MID lot's guide to music recommends what to buy 

LARRY's QUEST by John 5w eeney 

Two of the latest Sierra games come under scrutiny 

ST SECRETS by Colm Cox 

Graphics programming for everyone in ST Basic 



Editorial 
News 

CONTACT 



4 
6 

35 



Mail bag 

Listing Conventions 



52 



54 
56 



59 



60 
66 

68 

70 



8 
11 
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Issue 38 
June/July 1989 

'The Magazine for 
the Dedicated Atari User 1 

ISSN No. 0952-4967 

THE CREDITS 

AIJ of the usual stuff is on page 3 but here 
are the people who made this issue possible. 

Les l llinykuim did the editing, layout etc, 

Sandy looked after the advertising, 

Stacey did all those things around the office 
without which we would not survive (espe- 
cially making thu Editor's coffee!) 

John E. Barns ley helped out too hut com- 
plained that he didn't get any credit last 
time for making the coffee, so thanks for the 
coffee, |uhn! 

The Regular Contributors, whu provide the 
hucikbont: of the magazine and con ijv n^rul- 
ly be relied upon to come up with good 
articles and reviews, are .... 



Sdttaniai 



Carry Francis 
Matthew pones 
John Davison jr 
I'aul Rixan 



Mark HuLthiilSOn 
John Davison 
John Sweeney 
Damon Hnwurth 



AIJ other contributors for ihis issue are indi- 
vidually credited alongside their articles or 
programs. Thanks to everybody for sharing 
(hmr work and enthusiasm with other Atari 
users. 

Still no news from the antipodes 

Thanks to Paul Ling wood for the cover 
photo ond to Hrook lands School, Stafford Un 
allowing us to use their classroom. Thanks 
also to the two people who sat there patient 
ly while all the lights anci things were adjus- 
ted - Danielle Sandy, who didn't really find 
it as scary as she thought, and Sean, the 
best little person In the world. 

Lot's of inspiration this time, espedaity from Bruce 
Cockburn who just stays in the head after the 
music has stopped, fesse Winchester, back after a 
long, long wmte and stiii as good, Oe Dannan, 
who nwist Ik: the very best from the frisk ic&tt, 
Sipho Mabuse and Johnny Clegq from South Africa 
who show that there are a lot of good things in 
that country waiting to break tree, if you. were into 
CraceSand' check out Sipho Kfabuse. 'Otber men- 
tions must go to The chieftains, judy Collins and 
The Fureys who can stiii perform songs in a way 
that others can 't. Finaliy thanks to Tower Records 
tor having the good sense to stock CD's that the 
rest of the VK don't know exist. 

NEW ATARI USER is the magazine, 
PACE <6 is the concept. Wherever you ite 
PACE 6 you'll know what it means! 

The next issue of NEW ATARI USER could 
feature YOUR ■cirrif:lf or program, 
so SEND IT IN NOW! 

PACE * show /List what you (an do with your Atari, With 
the exception of final output on a Linotron and use of a 
rcpro camera fyt the timings and pitotos, the magazine is 
prepared entirely with Atari based equipment and sofiwan: 
- not a Macintosh or IBM Jri sight! Hardware used includes 
130XE, WSO disk drive. 8 W disk drive, 410 cassette 
(occasionally!}, 8SO Interface, NEC S02S printer, 1046ST, 
SHi34 Monitor, Atari SH204 hard disk drive, CumOItO I 
meg disk drive, €pson RXIOO printer. Kyocera laser printer. 
Mteroslu ffer printer buffer. Software includes Superscript.. 
Turbo Bask, Kertnlt, PC tatercamm, TAR1-TALK, Print Wiz.. 
PC tntercomm, STWriter, Frotext and fleet Street Publisher. 
Articles and programs submitted an XtJXf. disks are sub- 
jected lo various custom written programs Iwfare being 
transferred across to the 5T via T.ARI- TALK. All major 
editittg b done with Pretext and pages are laidaut w\l)i 
Fleet Street Publisher. A disk with Ihe finished pages r* seal 
lip tv The Setting Studio in Newcastle ta typesetting bureau 
who realty know what they are doing with the ST) to be 
output on a Linotron 300 and, hey presto, finished pages 
are sent back. It realty does wort - at hit! Alt that is left is 
to drop in the listings and photo*. Welt, it's not quite as 
easy as that, but you get the idea! 



FOR BETTER OR WORSE 



So here we have the first issue of NEW 
ATARI USER or rather the 38th issue of 
PAGE 6! Preparing this issue was rather 
strange as I had to keep thinking of the 
new title rather than the familiar FAGE 6 
and 1 must admit that there were misgiv- 
ings about making the change but in the 
long run I am sure that it will be the right 
thing to do, Many readers have written 
asking us not to change, and I can fully 
understand their reasons, but we have to 
think of the larger commercial world and 
cater for both newsagents who haven't got 
a due what PAGE 6 means and ulsc for 
the new users who will more readily iden- 
tify the new title. To confuse you even 
more, you will .still find lots of references to 
PAGE 6 throughout ihe magazine partly 
because it is hard to break old habits but 
mainly because PAGE 6 has come to mean 
more than |ust the magazine, it supports 
Atari users in other ways. So what we now 
have is PAGE 6 as an overall concept of 
support for the Atari with NEW ATARI 
USER as the magazine being published by 
PAGE 6. You can now think on two levels, 
those who have been with us a long while 
can still call us PAGE 6 (and that includes 
me!) whilst those who just see the maga- 
zine as a straight magazine can refer to 
NEW ATARI USER Basically think of us 
how you always have, nothing's changed 
except the name on the front cover. 

AN 8- BIT SHOW? 

There is an report in this issue concerning 
the London Alternative Micro Show which 
raises some interesting points about the 
future support of ihe 8 bit Atari. It seems 
that our news item last issue caused a 
good number of you to go along to the 
show lo the delight of those stallholders 
supporting Atari and this has fired Colin 
Hunt of the Bournemouth and Poole Atari 
User Group to start thinking about a simi- 
lar show for the Atari 8 bit machines. 
Mark Hutchinson, without having seen 
Colin 's report, also puts forward the idea 
in his column. Now I have been thinking 
about this for at least two years and have 
this idea constantly spinning round in the 
back of my head about arranging a show 
that would be something really unique in 
the world of computer exhibitions, not so 
much a show as an Atari Convention. 
What sparked this off was attending a 
Fantasy Convention in a hotel in Birming- 
ham some yeans ago which showed that 
there is much more to 'support' than get- 
ting a few retailers together to sell their 
wares, The idea is to hold the show some- 
where reasonably small for atmosphere, 



invite those retailers who still support the 
8 bit as trade support but also yet together 
as many 'experts' as possible lo demons- 
trate various aspects of using the Atari. 
We could have someone who knows Flight 
Simulator II i aside out showing their 
paces, experts on Turbo Basic, Machine 
Code or other languages, hardware hark. 
ers r folks who use their Atari for business 
and many more, all with their own corners 
so you could go and talk to them. There 
could be a panel discussion on various 
topics, competitions and much more. In 
all you would get the chance not only to 
buy some elusive software, but also ask 
questions and know that you will get 
answers. In short you would come away 
knowing more about your Atari and what 
it can do. Isn't that better than hogging 
round a big show and coming home with 
just 50 blank disks at a bargain price? 
The reason that I have never done any- 
thing about this is that I know that 1 could 
not possibly organise it as, with all the 
other things we get involved in, there is 
barely enough time to organise the maga- 
zine each issue! Maybe the tide is turning 
and others will start to pick up on this idea 
and perhaps if enough of us at the 'busi- 
ness' end get together we can make it 
work? In the meantime, ! understand that 
the next Alternative Micro Show is lo be 
held in Stafford and if that's the case, we'll 
definitely be there, it's only a mile from 
the office! 

If you are an ST owner, don't think that 
all this talk a bo at an 8 bit only show is 
leaving you out, it's just that you don't 
need any help at the moment. With the 
Atari Computer Show being virtually all 
ST and ST software all over the place and 
in every magazine, you are flying high at 
the moment, but your turn could cornel 

TAPES 

Lot's of you ask for various things on tape 
so this issue we are making available a 
tape version of the great bonus program 
UNDER STARTERS ORDERS from the last 
issue. In the past many have asked but 
few have bought and as tapes have to be 
duplicated in bulk it is easy for us to lose 
money with poor sales. We don't want to 
make a fortune on this tape but if we lose 
money then it is pointless doing it. It's up 
to you, if you want tapes show us that you 
are willing lo buy them, 
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ATARI 850 INTERFACE 

An RS232-C serial parallel In- 
terlace that will enable your 
Atari 8-bit computer to com- 
munitate wilh ol her computers, 
(IBMs'STsi'portables etc) and 
computer orientated products 
such as FA* DIGITIZER PADS 
etc. 

£55.00 


'SUMMER SALE SPECIAL- 
ATARI XF551 
360K DRIVES 

(equivalent 2.83 1 1050 drives) 

£135.00 


SPECIAL OFFERS 
INFOCOM DISK 
ADVENTURES 

Keiiy hoo Cut Thrtuta Deadline Enchanter 
Sensfcalher dvcerer Star Croas 5us-e*rMlttf 
wiBHtjrlng&r'WKnflss 

£9.00 each 


SPARTADOS X 
CARTRIDGE - £47,00 



CONTROLLER CARD PPB II 
'BACKUP PACK' 

induces. "SupBrdump Toolkit" which is suitable for making harftiupE of protected disk 1c- dish 
softwara and upgrading cassette software to disk, includes menu maker, single and 
enhances density sector copiers that support 1he high speed of modified drives, hi and Ic 
speed oacKup dumpers, which includes a 'save gamem progress lacilii^', pauser, immaria.- 
liser ulilil y. system reset commander sc vc. don: have to keep switching c.1 J the computer 
r.3 re boot and much more! 1 The Supeadump Toofcji is suiiable lor ALL Aiari disk drives. 
XL version £49 95 XE version £54.95 




'SUMMER SALE SPECIAL 9 

1050 SUPER ARCHIVER 

* The only TRUE duplicator {will out perform all olher 
drive duplicators by appro* , 500%) 

* Buirt-in US Double* (SpartaDos compatible} 

' Special editors to repair damaged pnotecled disk 
software and format disintegration (for when you can't 
get a replacement!!) 

' True double density (iSOk per side) 

* Plug-in module and 6 solder wires for easy 
installation 



ATARI XE130 CUSTOM all Ihe features ot the slandard 

1 30 XE but includes a built-in printer interface, system reset commander so you 
don't have to keep switching off the computer to re-bool, completely re- 
designed system character set wilh £ sign instead ol tho hash sign, high speed 
cursor routine, U.S. system colour defaults £79 95 



LT 



EMPUTEHHDLrSE 



ATARI XE MODULAR COMPUTER SYSTEM 

including XF551 disk drive, Light gun, Joystick, Games Pack ■ BugHunl, 
Missile Command. Blue Men, Colossus Chess. Electraglide, Alley Cat 

£235.00 



£55.00 



SUMMER SALE SPECIAL' 

STAR LC10 PRINTER 

Epson compatible primers with superb NLQ and very accurate 
linefeeds for graphics printing not normally found in this price range'! 

£189.00 



PHILIPS 3833 14" MONITOR 

A high quality screen image with accurate sound output makes all I he d lifer* 
ence to a computer system. Features - medium res, colour screen, stereo sound 
facility, dual input mode, composite and RGB Inputs, green screen mode 
(perfect with XEP-BD 60 column adaptor) 

£259.95 



APX SOFTWARE OFFERS 



TYPO ATTACK 



-an a rate game speck 
fltally designed to help 
you improve your typing 
skills 



£2,35 



TACK TREK Full graphics Star Trek 
simulation exploring in 
space, fighting Kllngons 
etc. cassette only £2.95 



Alan's APX titles consist of EDUCATIONAL. UTILITIES. ARCADE GAMES AND ADVENTURES 
available w cassette and disk formats. For full list ot the APX software selection please send SAE 



14, ROMILY COURT, LAND RIDGE ROAD, FULHAM, LONDON SW6 4LL 

Telephone 01-731 1276 

ACCESS - MASTERCARD - EUROCARD ACCEPTED 




XL/XE ROM CARTRIDGES 

AflCHON 14.95 

BALLBLAZER 14.95 

BLUE MAX 14.95 

JOUST ... 12.91 

L0DERJNNER 14.95 

MOON PATROL 12.95 

PITFALL 1 9,95 

PITFALL 2 9.95 

POLE POSITION 12.95 

REALS PORTS 

AMERICAN FOOTBALL 12.95 

RESCUE OH FHACTALUS . 14.95 

RIVER RAID 9.95 

STAR RAIDERS II .. ... 14,95 
TENNIS 9 95 



XL/XE DISKS 

AUTODUEL 'fiiY\ ,.,,15.95 

ORUID 12.95 

EURO SUPER SOCCER M) ..12.95 

F-1 5 STRIKE EAGLE 12.95 

FDJR GREAT GAMES II .... 5.95 
FOUR GREAT GAMES III . 5 95 
GUILD OF THIEVES rim ... 16.95 

INGRIDS BACK l:l< 12,95 

JINXTER |64k| 16.95 

KENNEDY APPROACH ...... 12.95 

KNIGHT 0RC (64k TEXT) .... 16.95 

LANCELOT |Uk| .,. 12.95 

LEADERBOARD 12.95 

MIRAX FORCE ., £.95 

MINI OFFICE II 16.95 

OGHE 16 95 

RAMPAGE = ..12.95 

SILENT SERVICE 12.95 

SOLO FLIGHT 12.95 

TIME & MAGIK (641 TEXT} . . 1 2.95 

WINTER EVENTS 445 

WINTER OLYMPIAD 66 m } .12.95 



XL/XE CASSETTES 

ACE OF ACES 2-95 

AMERICAN ROAD RACE 1.95 

ATARI ACES 6.95 

CALIFORNIA RUN 1.95 

DAWN RAIDER 1.95 

ESCAPE FROM TRAAM 2.95 

EURO SUPER SOCCER M .. 6.95 

F-1 5 STRIKE EAGLE 6.95 

FOOTBALL MANAGER 2.95 

FOUR STAR GAMES I 3.95 

FOUR STAR GAMES II 3.95 

GAUNTLET | Wk'i 2.95 

GRAND PR IK SIMULATOR .. 2.95 

HARDBALL 2.95 

INGRIDS BACK m\ 12.95 

J0CKY WILSON'S DARTS .. 2.95 

LANCELOT (Hkl 12.95 

LAS VEGAS CASINO 2.95 

KENNEDY APPROACH 8-95 

KNIGHT DRC -\m TEXT! 12.95 

NATO COMMANDER 8.95 

MIRAX FORCE 6.95 

PERISCOPE UP 1.95 

PLATFORM PERFECTION |G4k| ..6.95 

QUARTET GOLD 3.95 

RAMPAGE 8,95 

SHOOT EM UPS (E4i| 6-95 

SPEED ACE 2.95 

SUPERMAN 2.95 

TIME & MAGIK iMu'EJCT; .... 12.95 

VIDEO CLASSICS 1.95 

WINTER OLYMPIAD flBiMl .. 8.95 

ZYBEX 2.95 



ST SOFTWARE 
AVAILABLE 
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JOHN SWEENEY 
FINDS THE HOLY GRAIL! 




We always knew our reviewers were goad but little did we realise that we had the best in the 
whole of tht UK! We were delighted to receive an announcement from Mandarin Software thai 
the winner of their recent £5000 Lancelot 'Holy Grail' competition was none other than John 
Sweeney who has been gracing these pages with his adventure wisdom for a number of years. 
John worked his way through some obscure clues in the early rounds of the competition to join 
40 finalists who had to battle it out with some really difficult questions which revealed the 
Ordnance Survey grid reference of a location at which the Grail was supposedly buried. In typical 
fashion John not only answered the questions, but provided bis of additional information to 
support his answers and even came up with one or two facts that the organisers themselves had 
not thought of! 

John thoroughly researched the legends of King Arthur and used around 30 reference works 
including out of print works and references obtained from Universities to solve a set of questions 
which were set by Pete Austin from Level 9 and are difficult enough to solve, even with an 
answersheet! The hardest part was trying to salve one question that the organisers had worded 
incorrectly so that it could not be answeredf!) but John nevertheless got the most questions right 
within the allotted time and worked out that the Grail was buried at the Ceme Abbas Giant in 
Dorset. And so ... fohn Sweeney became the proud owner of a 22 carat gold plated 'replica' of 
the lioiy Grail encrusted with ameihysts, garnets and opals. 

Strange to think how things come full circle. There was your editor interviewing Pete Austin 
sometime last year when a fax came through with the initial design far the Holy Grail I was 
invited to make same suggestions on the final design and then totally forgot about it, until john 
Sweeney completed the circle by ending up with the finished Grail. We didn 't even hww he had 
gone in for the competition! Weil done r John, well done' 



ENCOUNTER 

WITH 
ATLANTIS 



Budget software company 
Atlantis, a mapr supporter of 
the Atari 8-bil machines has 
secured the rights to release 
Novagen's ENCOUNTER in 
budget format. ENCOUNTER 
was a breakthrough in Atari 8 
bit games at the time of its first 
release and is one of the finest 
games to have been written for 
the Atari in this country. In- 
deed, it influenced several later 
U.S. games and was the first 
game to have turned the table.* 
by beating the U.S. program- 
mers in gume design. 
ENCOUNTER remains a superb 
game and at £2.99 should be 
gracing everybody's Atari. The 
budget rights for the game were 
not cheap and Atlantis need it 
to sell well but managing direc- 
tor Michael Cole is confident 
that it will succeed quoting the 
Atari 8 bit market as being 
"very buoyant at the moment". 
We don't like to hype games at 
PAGE 6 but we can honestly 
say that this one is a classic 
and Atlantis deserve your sup- 
port for bringing it to a new 
uudience. Rush down to your 
local shop or give your mail 
order supplier a ring and de- 
mand a copy of ENCOUNTER. 
It will be one of the best £2,9 Q, s 
you have spent on your Atari. 



DON'T FORGET 
THE SHOW 

This is our lust issue before the 
Atari User Show so this is a 
timely reminder to come along 
to Alexandra Palace between 
23rd and 25th |une to see the 
show. No news at present as to 
just who will be exhibiting but 
it will probably be the usual 
fure. There are rumours that 
there may be u special 'Meet 
the.Editiors' forum and a com- 
petition to find the best use of 
an ST so it looks as if there muy 
be a slight change to the for- 
mat. Come along and see, or at 
least see us! 
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YES, THERE IS 
NEW SOFTWARE 



Coclemosters ore clipping into 
the Atari 8 bit market with two 
new releases promised over the 
coming months. The first Is 
FRUIT MACHINE SIMULA- 
TOR which, as you might have 
guessed, is another fruit 
machine game. Not exactly 
novel on the Atari but welcome 
nevertheless as a new release in 
a market currently sparse on 
new software. This is to be fol- 
lowed by an, as yet r untitled 
car racing game thul combines 
the traditional race truck with 
fantasy battles as each car is 
armed with a number of weird 
and wonderful weapons. Price 
and release details are not con- 
firmed at present but these are 
certain to be budget releases. 

Atlantis arc also ktrpirw] up 
their Atari support with "a 
n umber of new reteoses plan- 
ned" although their present 
efforts are yoiny into support- 
ing ENCOUNTER. 

Ram bit, well known for their 
cassette based utilities, are put- 
ting the finishing touches to a 
revolutionary new word proces- 









* ' 











sina utility that will combine 
graphics with conventional 
word processing, thus enabling 
you to print oat decorative let- 
terheadings at the same time 
as your words. This promises 
lots of exciting uses and we will 
bring you a review as soon as 
the program is completed. 

Tynesoft, once a major suppor- 
ter of the 8 bit, are now more 
into the high flying S I market 
but are still working on THE 
LAST GUARDIAN with a re- 
lease dale still some time away. 
At least they have something in 
the pipeline, although they 
have no other releases planned. 

There are rumours of a new 
one from Anco called CVCNUS 
XI which is on a 'Buck Rogers' 
theme with a careful balance 
required between using fuel 
and shooting. Background 
graphics are said to be ex- 
tremely colourful with some ex- 
cellent intra music. Nothing 
more is known at present. Keep 
your eyes open and let us jnow 
if you hear of any other new 
releases. 



Atari's great new 
game TIGER ATTACK 
reviewed this issue 



WORLDWIDE SUPPORT 



Over in the U.S.A. they are having similar 1 roubles in finding 
support for their Atari machines and one enterprising user has 
set up the Federation of Atari Computer Enthusiasts (F.A.C.E.) 
which aims to bring together the resources of Atari 8 bit users 
worldwide. Primary aim is to provide support for those who don't 
have access to a local user group by providing a regular newslet- 
ter and disk containing selected public domain software and 
news files. Also planned is a supply support group which will 
find sources for spares and accessories for Atari hardware that 
are rapidly becoming hard to get hold of. There is a Bulletin 
Board and the Federation hope to attract commercial advertisers 
both on Iht 1 Bulletin Board and in the newsletter. 

All of this is dependent of gaining enough support from Atari 
users worldwide. Annual membership outside the U.S.A. is 518 
{J 10 in the U.S.) but before parting with any cash we suggest 
interested users drop F.A.CE. a line to check that they have got 
off the ground and requesting further details. You should write 
to F.A.CE. c/o Eric Lambeth, 1000 Westview Drive, Springfield, 
MO 65807 r U.S.A. Enclose a couple of International Reply 
Coupons. • 




presents 



1. PAIIMTBOARD 
2. NETWORK & KING'S PERIL 
3. COUNTER-SLOT 

1. Paintboard hag many powerful test urns whinh are supported t)y its 
30 Commands. Commands include zoom, fill, colour, line, box, circle, 
airbrush, pen, load, save, gallery etc. Supplied on TDK cassette with 
demo pictures and utility programs 

2. The Network & Kings Peril are two separate puzzles which will keep 
you busy for hours^ (A knowledge nf chftss useful with the King's 
Peril! 

3. Counter-Slot is =i 'simple 1o understand but difficult to solve' puiile. 
It will probably drive you mad while trying to solve it. 

PAINT BOARD PACKAGE £6 39 

NETWORK & KING'S PERIL £1 .99 
COUNTER-SLOT £4.99 

All programs run on any Atari, except ST, with at least 48k 

Prices include postage and packaging 
Make cheques/PCs payable 1" Amethyst Software and send 
with your address to 

AMETHYST SOFTWARE 

3 Oban Avenue, De La Pole Avenue, Anlaby Road, 
Hull, North Hgmberside HU3 6SB 



C I* II The Alternative | — |* || — 
1 1 I Atari Newsletter Q* 1 1~| 

8:16 is a quarterly newsletter supporting the complete range 
of Atari computers, with an indepth look at all aspects of 

computing. If you love your Atari, then subscribe to 8: 16. 
Subscription - £3.80 for 4 issues / Sample copy - £1 
FREE Turbo Basic & DOS 2.5 to 8 bit subscribers. 

BaPAUG group meetings are held on the 1st Friday of each month 
at The Kirtson Community Centre, MiUhams Lane, Bournemouth, 
Annual membership - £6 adults, £3 juniors 



f Bournemouth and Pool* Atari User Group 

248 Wimbome Road, OaJcdale, Poole, 
Dorset BH15 3EF 



MP/1 




THe Stand iSc Multi Ulility Disc 
Features a Gams Menu System 
Ccpies Discs 
Map* Disci 
Edits Discs 
Formals Discs 

Enables you 10 create Bad-Sectors 



• OMers. Taps ID Disc Transrur 
t Disc td Taps Transfer 

• rape to Tape Copier 

• Aulnbeat Cassette Greater 

• Full IflflrueMorii supplied 

• A FREE bonus fame included 

• Standisc is only £13. 35 inc. 
P£P 



Atari JOJKf Disc 
SOFTSCAN FREEGIE 

"Tiqhl jn>r angling garr* 
^sa'ierl on 'oqutsf aith 
fjch Standi*: or 
HKS-Hwy 0rd»r 



Trie Kass-ttopy Cauelte Batf-up Syslsm 

A must lor all Atari Tape based systems 

Crpies Games 1a a Blank Cass Bite 

Special 2 Pioflram Pack 

Increases the Program loading Speeds 

Breaks into Protected Tapes 

feu tan enaminc 4 muddy Protected Tapes; 

Full instructions supplied 

Kass-Kupy is only ilu.Hb inc. P&P 



Se-J i finue PQuava: t Id S0FTSCAN F 0 B«i 8* Hh:':mJ Th ;iy c 
fetus tardholdors if if order bi lalaphana for tame day datpfltn! Our Strlltcan 
catalogue, laalurinp H/imSm lor rtWil tompulen. rdudnq die Alar . KE 5T26DD. 
k supplied wflh aath at*n. or simply k*6 5Dp lar a cupr ul ihf latetl rime. 




Alan Xli E caiselie 
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write to 

Mailbag 
P.O. Box 
54, 

Stafford 
ST16 1DR 

ENGLAND 



DVORAK KEYBOARD 

Like a lot of other people the 
speed and accuracy of my typ- 
ing leaves something to be de- 
sired especially when word pro- 
cessing, I am sure Lhal some of 
these problems are caused by 
the idiosyncratic standard 
QWERTY keyboard layout. The 
alternative DVORAK layout has 
many advantages and has 
been approved by the Amer- 
ican National Standards Insti- 
tute so I am keen to try it 
rather than just improve my 
QWERTY skills, 

I have found references to 
Dvorak and keyboard tables in 
Mapping The Atari and in 
Computers Third Book of Atari 
and experimented with Desig- 
ner Keys from Issue 36 but the 
redefinition disappeared when 1 
loaded Speedscript. Is it actual- 
ly possible on an SOOXL to run 
an initial program to redefine 
the keyboard layout within any 
other program such as a word 
processor? 

Mervyn Smith, 
Sheffield 

It is certainly possible to redefine 
the XL or XI keyboard but you 
would have problems if using a 
commercial word processor lhal 
boots up. Programs such as 
Speedscript however, which is a 
type in listing and for which the 
source code is available, should he 



capable of being adapted. The su- 
perb public domain program Tex- 
tpro may also support this facility, 
does anyone know? Someone may 
have already done this, it is cer- 
tainly quite feasible for any com- 
petent programmer. Any answers? 



LOOKING FOR BIRDS 

This might seem rather strange 
but 1 am very interested in brid- 
watching (the feathered kind!) 
and spend many hours record- 
ing species and numbers of 
birds seen j along with areas vi- 
sited. At the moment I record 
my findings in loose leaf folders 
but 1 wondered if any of your 
readers have a successful prog- 
ram which they use and are 
willing to give me any ideas 
how to go about recording 
things like this on my 5T? 

I>X West 
St. Neat* 

There are several public domain 
databases that you might be able 
to adapt but it is difficult to re- 
commend one without knowing 
your precise requirements. Some- 
thing like ZAP-CARD, available 
from the PACE 6 Library, might 
be suitable. This is just tike a set 
of index record cards held in 
memory and the format is fairly 
tree. Then again there may well 
be readers with a similar type of 



'recording' hobby who have used 
other programs. We will gladly 
pass on any recommendations 
providing they are addressed to 
Mr West c/o Mailbag. 



THE DREAM 
MAGAZINE? 

Here is a rundown of what I 
want of PAGE 6 Magazine in 
future. 

1. I require 150 pages devoted 
to the ST in full colour. As there 
□re a few dozen 8 bit users 
umong your readers and not 
wanting to be a spoilsport, you 
may devote two pages to 8 bit 
material. 

2. No Top 10/Top 20 tables, 
please. Incredibly boring. Who 
really cares what is the 11th 
best selling game? 

3. A series of articles on prog- 
ramming in machine code r C 
code, GFA, STOS and other Ion- 
guages. 

4. A readers question and 
answer page (ST only of course) 

5. Add on projects such as 
speech synths, hard drives, 
build your own printer, coffee 
machine etc, 

6. Wiring diagrams to connect 
a variety of monitors. 

7. Complete circuit diagrams of 
the 520 and 1040 machines 
and also both internal and ex- 
ternal drives. Also a course in 
iault finding with a coinpre- 



FINDING A GOOD SHOP 



Referring to Atari Games Cen- 
tres in the last issue, I would 
like to say that not all the cen- 
tres who advertise in the com- 
puter press are bad- I am writ- 
ing to praise my local centre 
which is MILES BETTER SOFT- 
WARE, This is an excellent ex- 
ample of a dealer who supports 
Atari whether it is 8 bit or 16 
bit. They have an Aladdin's 
cave of both software and hard- 
ware, games, education or 
business. 

The staff are excellent in ull 
ways in helping you and they 
have an excellent mail order 
facility. This is the sort of centre 
that deserves all praise that can 



be given. It is also nice to know 
that we Atari 8 bit users have 
still got centres like this who 
give us all the support that we 
desperately need. It is also up 
to us users to keep on buying 
from centres such as this to let 
them know how much we 
value their support, 
I would like to close by saying 
that the magazine goes from 
strength to strength and soy 
thank you for all your hard 
work and hope that we may 
continue to have an excellent 
magazine for years to come. 

G + D, Wood, 
Cannock, Staffs. 



Nice to know that you can find a 
good local retailer but isn't it 
strange that these retailers who 
are supporting the Atari never iell 
anybody about it? Miles Better 
have been advertising for years,, 
mostly in the old Atari User, but 
their advertising has never given 
away the fact that they have a 
shop. 1 never knew this, assuming 
that they were just mail order, 
and Cannock is only a dozen 
miles down the road! We also had 
a letter from Capri Marketing, 
who recently attended the Alter- 
native Micro Show supporting 
Atari, saying they have over 200 8 
bit titles in their shops which in- 
clude two Computer Cavern out- 
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hcnsive fault finding chort. 
I ]ook forward to your 'new 
look' PAGE 6 ATARI ST USER 
inaguzine. 

Les Ho worth , 
Preston 

With my sense of humour dulled 
by too many late nights I can 't 
work out how much of this tetter 
is serious. The only thing we are 
working on at the moment is the 
add on coffee machine but we are 
having problems with the multi- 
tasking software. Trouble is, every 
time I sit down to work on the 
program, I hove to pop out for 
another cup of coffee. 



BIGGER PRINTING 
PLEASE 

] urn writing to you like many 
other* have done to ask you if 
you could please do something 
about the printing in your 
magazine. When it used to be 
just Atari User, I had no trouble 
typing in the listings because 
the print was quite bold. I used 
to have your PAGE 6 magazine 
when it was just that but can- 
celled it because of the print on 
the listings. Ever since I have 
had the computer back in 1987 
I have typed in every game out 
of Atari User and I miss it very 
much. I don't wont to cancel 
my order as I like typing in the 



fjami's .so oould you please do 
something about the print? 

A.A. Belts. 
Birmingham 

A few people have mentioned this 
problem but we are caught be- 
tween keeping all of the iistings in 
large print or cutting some of 
them out. We have only a limited 
number of pages and like to give 
you as much as we can in each 
issue so some of the longer list- 
ings hove to be reduced in size. If 
we didn't do this some of the 
longer listings might take up 6 or 
8 pages and other listings or arti- 
cles would have to be cut out. 
Let's be fair though, in the lost 
issue BLASTCOM, FINDER, the 
Basic programs in the MACHINE 
CODf. LIBRARY, SUNPLOTTER, 
AMAZING, TUTORIAL SUB- 
ROUTINES, and one of the 
TURBO BASIC programs were all 
in print every hit us large as the 
old Atari User and the oniy small 
print was tor SCROLLY TEXT EDI- 
TOR and one of the TURBO iist- 
ings. We couid have made Scrolly 
Text Editor much bigger and then 
you would have lost one or two of 
the other listings. With this ba- 
lance is the complaint justified? 
The typeface we use is also smal- 
ler than many hut that again is so 
that you gel more to read. Many 
of the other magazines fill up 
those 'extra ' pages by using a lar- 
ger typeface and therefore make 
the same material go further, 



lets. These hove now been added 
to the Resource File at the back of 
the magazine but, as for as I am 
aware, Capri Marketing hove 
never advertised! Atari World in 
Manchester are also supposed to 
be good with the 8 bit but, whilst 
they have advertised in the past, 
no one outside Manchester seems 
to know what they are doing now. 
When will oil these people wake 
up and realise that with the scar- 
city of support for the Atari 8 bit, 
people will travel hundreds of 
miles to visit a shop with a good 
selection of software or hardware* 
If i had a shop with a good selec- 
tion, I would take advantage of 
the situation and advertise the 



fact. Stick in some details about 
local attractions and have a spe- 
cial 'open day' with treats for the 
kiddies and you will get families 
travelling miles for a nice day out 
with the chance of getting some 
hard to find software for when 
they get home. Or am I still living 
in that dreamland of yesterday 
when people actually cared? 
We may very well do a feature on 
the 'best' shops serving the 8 bit 
and if you have a local shop that 
you can recommend ( including 
the ones mentioned) then write 
ond let us know, Who knows, 
maybe one or two retailers may 
even be disposed to write and let 
us know they are there, 



should we do the same? fs the 
'small printing really o problem? 
Vetera rr 4 ran" man Ken Word 
mentioned it at a recent show but 
then Ken is getting old now! 



SOME SENSIBLE 
COMMENTS 

I would like to respond to some 
of the items from Issue 37. First- 
ly as to the matter of listings on 
tape, a definite yes to this sug- 
gestion. I would go farther by 
offering a tape subscription 
similar to your present disk 
scheme- 
Secondly could you thank Ian 
Finlayson for his Cassette data- 
base. I would like to comment 
on R. Hill's idea of program 
challenges, he suggested that 
PAGE 6 sets the challenge hut 
could I suggest that the readers 
set the challenges for your own 
programmers or readers. Could 
I start the ball rolling by chal- 
lenging anyone to write a mini 
word processor? 
Thirdly to the critics from the 
old Aturi User. Database would 
never have dropped Atari User 
if it had been as popular as 
they think it was. I find that of 
the magazines writing for the 8 
bit Ataris, PAGE 6 has been the 
best. As for Get It Right versus 
TYPO 3, both have their advan- 
tages and disadvantages, TYPO 
3 is quick and simple to use 
while G.LR allows abbreviated 
commands to be used- 
Finally on games centres.. w r ho 
needs them when PAGE 6 gives 
us such good games for the 
price of the magazine? 

David McLaren 
Renfrew, Scotland 

We have put together a boot tape 
version of UNDER STARTERS 
ORDERS which was the disk bonus 
last issue, ond will quite likely do 
a compilation of five of the best 
games from previous issues on 
tape. Whether we do any more is 
up to you. Unlike disks, where we 
can copy as many, or as few as 
we need, tapes have to be dupli- 
cated in bulk by an outside firm. 
If we get left with a lot, we lose 
money and we can't afford to do 
that. Much us we would like to 
provide ail round support we can 't 
if it is not economic. Buy these 
tapes and we wili guarantee more. 
Programming challenges are a 



non starter, people will just not 
respond. Last issue we coiled for 
scrolling text messages using 
Scrolly Text Editor and so far have 
oniy had about half a dozen. If 
Atari users can't respond to some- 
thing that needs simple English 
words there is no chance of re- 
sponding to complicated program- 
ming challenges. Thanks for the 
letter anyway, did anyone spot the 
salient point that all that critics 
and moaners seem to have totally 
missed? 



XF551 PROBLEMS 

You asked in the last issue if 
anyone else has had problems 
with the XF551 disk drive. 1 
have! 

It is advertised as beiny able to 
format in double density and 
double sided, yet the DOS 2 5 
supplied with it is not capable 
of this. Furthermore it will not 
format the reverse side of a disk 
at all. Would this be something 
to do with the timing hole of 
the disk? My old 1050 drive will 
format both sides of a disk pro- 
vided a notch is cut in the right 
place. 

Unless the XF551 is supplied 
from the outset with a DOS 
that justifies the advertising 
then surely the suppliers are li- 
able under the Trades Descrip- 
tion Act? 

E.G. Mitt ham 
Solihull 

You are probably right about the 
Trades Description Act. There are 
several reports in the States that 
DOS AT., ivmrcn specifically for 
this drive, is now available but 
still no news here. The best DOS 
you can get al present is MYDOS 
which will use oil the facilities of 
the XESSl and is now public do- 
main. We have had a copy on 
order from our contacts in the 
U.S.A. but it has been a long time 
coming. As soon as we receive it 
we will add it to the library for the 
benefit of other users. If anyone 
has the latest version of MYDOS 
or DOS XE perhaps they could let 
us have a copy. 



MORE 
OVERLEAF 
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THOSE OLD 
ATARI USER 
,i LISTINGS 

Last issue we said we could 
not help out with old Atari 
User listings hut we have 
heard from a couple of people 
who are willing to help. To 
begin with, Mike Parfitt pro- 
vided an answer to the prob- 
lem raised by Simon Kowyer 
concerning the 'Customised 
Default Screen' listing. Sever- 
al bits of data were missing 
and the line should read 
£60 DATA 840, 8, SOI, 135, 
S40 T 4, SOI, 134, 206, 31, 
1 73 T 43, 2, SOI, 32, 178, 24, 
305, 16, 7 

That's the last correction we 
ore going to print from Atari 
User but the following two 
folks are willing to help you 
out. 

firstly J, E. Robinson of Lady 
Hall, Mi I lom r Cumbria, LAIS 
5HR says that if anyone cures 
to send problem programs to 
him he will try to affect a sort 
nut. Mr Robinson prefers 
disks but can work with cas- 
settes and asks that sufficient 
return postage is enclosed. No 
guarantees but he is willing 
to have a go. The other reader 
is E.D. Hughes of 34, Mase- 
field Rood, Pc north, South 
Glamorgan CF6 1SE who is 
prepared to make copies of 
all gomes and certain other 
programs that he has typed 
in. He will let you have a full 
List of all the games he has 
typed in from Atari User and 
other magazines upon receipt 
of a stamped addressed en- 
velope. He is willing to make 
copies of whatever games you 
need for a cost of £1 to cover 
postage, duplicating lists etc. 
plus a blank tape. 

Way back someone offered a 
similar service to this through 
the Contact column and just 
kept all the money but 1 am 
sure, judging from his letter, 
that Mr Hughes is trustwor- 
thy and Mr Robinson has 
been known to us as a corres- 
pondent for many years. The 
fellow mentioned r one James 
Stevens, ended up in prison! If 
you have pny problems bear 
in mind that these two folks 
could yet in undated f Perhaps 
the parties on both sides 
would let us know how they 
get on/ 



THE SURVEY 

WHAT DID IT ALL MEAN? 



We've finally finished entering all the information from the .survey back in issue 36 and would 
firstly like to thank all of the 445 readers who took the trouble to fill in the form and" send 
us their views, often with lengthy additional comments and suggestions, Several readers have 
asked us to publish the results of the survey so here's a summary of the findings. 

We split the survey into two sections, tor XL/XL and ST, so that answers from one set of users 
didn't cloud the answers from the other. For instance, turbo Basic is not available on the ST 
so every ST owner who asked for less coverage would have distorted the actual response from 
those who are able to use it. Where appropriate we combined figures to get an overall view. 

First thing to emerge is that 32% of our readers are ST owners, of which about half also 
own 8 bit machines, and that's quite a high percentage, Next time any 8-bit owner feels like 
writing to complain about the ST coverage, perhaps they would stop and think. If we lose 32% 
of our sales and about half of the advertising that would not only ensure there was no ST 
coverage but also no magazine! Likewise ST owners who ask us to drop the 8-bit should think 
about the 78% who form the backbone of the magazine. 

Of the 8-bit owners 71% have disk drives and 25% are cassette based (some didn't give this 
info as they only answered to both ST and 8-bit), so there is obviously a good percentage who 
still need cassette based programs and articles. 

What about your preferences? There's not room to give all the details and there are many ways 
of interpreting things so we'll just take those that got 'majority' votes. We'll start first with 
XL/XE owners. These folks wanted MORE Type-in Utilities (62%), Serious Reviews (49%) f 
Programming articles f5J%j, Tutorials (46%) and Hardware Projects (41%, just a majority). 
The most overwne/mina votes came in the categories thai people wanted to stay the SAME and 
these were News (62%), Letters (62%), Type-In Games (47%) f Short Demos (43%, just heating 
those who want more), Hardware He views (47%, again close), Adventure Column (44%), 
Games Reviews \55%) { turbo Basic (43%K Interviews (50%), First Steps (49%) and Contact 
(67%). 

There were no items that receive a majority vote for LESS but those that came close included 
Type-In Gomes {30%) t Adventure Column (30%) and Interviews (35%). 
tOver to the ST and the same categories. Here we have MORE News (47%, tying with same), 
Type-In Utilities {46%), Type-In Demos (42%), Hardware Reviews (50%), Serious Reviews 
(61%), Programming Articles (61%), Tutorials (45%) and Hardware Projects (39%, f dirty 
evenly split). Those of you that wan tea" the SAME were Letters (64%), Adventure Column (33%, 
another close one), Gaines Reviews (48%), Turbo Basic (45%), Interviews (43%), First Steps 
(45%) and Contact (60%). /here were more votes for LESS amongst ST users with a majority 
wanting LESS Type-In Games (45%) and high percentages for less Type-In Utilities, Type-In 
Demos, Adventure Column, Games Reviews, Hardware Projects, Turbo Basic and interviews: 
The votes on the ST were much mare widely spread overall giving some idea of the difficulty 
of covering this machine. One interesting thing was that a majority want to keep the same 
coverage on Turbo Basic and it 's not available on the ST! What's more two people actually asked 
for more! 

listings in the mag/ Quite evenly split, with $2% wanting them in the magazine and 48% 
wonting them on disk. Almost all the cassette owners painted out thai they would lose oat if 
the listings were not in the magazine, f air point. 

A Top Twenty/ Close again 55% saying NO and 42% saying YES (some didn't vote), so this 
is a close decision, do we or don't we? 

The votes about having more or less coverage of each machine were fairly predictably in favour 
of whatever machine the reader owned except for the lone ST owner who stated that there should 
be NO ST coverage! What was more interesting was that 69% read both sections of the 
magazine, whichever machine they awn, and the vote was exactly the same far both nets of users. 

The most overwhelming response was whether you want a regular column covering Ihe Public 
Domain scene with over 90% of both XL/XE and ST owners wanting one. This Is something 
we are quite keen an and we already have one possible writer lined up but would welcome some 
other contributors. We would need one contributor covering 8-b'rt and one covering the ST. You 
have to be a good, interesting writer and be able to write a column of about 800 words each 
issue. Send us a sample review if you want to have a go. We don't want professional journalists 
here, (you won't paid much!) but people who love their Atari and can write. We can supply 
lots of PD software for future columns if you become our regular PD writer. 

That's about it really except to note that the actual readership of the magazine came out 
at 169% of those that buy il i.e. if we sell 20,000 then 33,800 read the magazine. If those 
extra 13,800 would also buy a copy we could put in a load of extra pages to keep everyone happy! 
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HOW TO TYPE IN THE LISTINGS 
and get them right! 



OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 



The program listings in Ntw A I A til HSKH uth prppured curefully to 
ensure thQt they can be typed In as, easily as ptfjssiblfc. fiefone typing 
any listings ensure that you arc familiar with the use of the Shift and 
CONTROL and INVERSE keys as outlined in your computer manual. 
The listings are prepared to match exactly what you see on screen. 
Every character that you may see in a listing is included in the chart 
below for cross reference. By using TYPO 3 you can ensure that you 
type in the programs EXACTLY as they are printed. Remember,, a 
single typing mistake may mean a program will not run. 

WHAT ARE THOSE CODES? 

Each Line of a program printed in NEW ATARI USER begins with a 
special two letter code. THESE SHOULD NOT BE TYPED IN. They are 
used by the program TYPO to check that you have typed each line 
correctly. IF YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LIST- 
ING PLEASE DO SO NOW, The program can be used as you type in 
each Line of a program or to check an already typed program. The 
code for each line will match but if you have problems check the 
listing conventions below carefully, you are most probably typing a 
CONTROL character incorrectly, TYPO 3 cannot check whether a line 
has been missed so if you have problems in running a listing count 
l hi: linsA in th« program and ensure none are missing, if the TYPO 
codes rnaU:b und the prugrum still does not run, I. EST it to cassette or 
disk using LIST "Q:" or LIST "D: filing nun". switc:h off the mrnpuler. 
re-boot and then ENTER the program using ENTER "C:" f>r ENTER 
"Difilename 1 '. Save this version in the normal way. 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can use TYPO 3 to 
check itself (see 6 below) it may not work if you have made 
mistokes. 

1. SAVE or CSAVE a copy of the program. 

3. Each tim« you wunt to type in u program listing RUN TYPO 3 first. 
The program will install a machine code routine in memory and 
then delete itself. Now type in a line as shown in 1 "He* jnaocj/in-n 
excluding the Ural two letter code and press RfTUKN. 

4. A two letter code will appear at the top left of your screen. If this 
code matches the one in the magazine carry on and type the next 
line. Note, the code will not match if you use abbreviations. If you 
prefer to use abbreviations LIST the line you have just typed, move 
the cursor to that line and press RETURN, The code should now 
match. 

5. If the code does not match, use the editing keys to correct the line 
and prfc« RETURN auoin. Repeat if necessary until the codes mutch. 

6. To check a line you hove already 1yped I IS I the lint?, place th« 
cursor oti that line and press RETURN. 

7. When you have finished a listing just SAVE or CSAVE It In the 
normal way. 

You can type in a program without using TYPO 3 and then check it by 
SAVEing or CSAVEing a copy of the program, running TYPO 3 and 
then LOADing or CLOADing your program and proceeding as in step 
6 above- 
Always SAVE or CSAVE a program before running it and always use 
TYPO before telling us that a program will nol run. 



EI I REM MXXMMXXMUMXXHHXEMMXMMMMMXXXMMKK 

AL 2 REM * TVRO Til by Al ec Benson * 

» June 1985 * 

5A 3 rem * A proofreader for ANTIC and * 

* PAGE 6 based OTt TYPO II * 

-k published! by ANTIC magazine * 

EL 4 REM XXMMMXXMMXXKMHttXMMXXMMXX I CMMHKHH 
SG LOO GRAPHICS 8 

WC 110 FOR 1=1536 TO 1791: READ A:C*C=CK + A: 

POKE l,A:N£MT I 
CG 120 IF CK<>38765 THEN 1 "Error in DATA 

statements - Check Typi ng M : end 
VM 130 A=USRC1536) 

UT 140 ? i ? "TYPO III is UP and running*': 
KEW 

MA 1000 DATA 104 , ISO , 0 , 185 , 26 , 3 , 20 1 , 6 3 

HG 1010 DATA 240 , 8, 280 , £08 , 200 , 192 , 36 , ZOO 

OB 102Q DATA 242 , 96 , 2 88 , 169 1 , 7? , 1 5 3 , 26 , 3 

RK 1030 DATA 200,169,6,153,20,3,162,8 

RR 1840 D ATA 1 89 , 0 , 220 , 167 , 7 9 , 6 , 2 32 _, 22 4 

TO 1850 DATA 16 , 280 , 245 , 169 , 93 , 141 , 83 , 6 

KC 1068 DATA 163,6,141,84,6,173,4,223 

EU 107O DATA 105,8,141,95,6,173,5,228 

OK 1080 DATA 105,0,141,96,6,169,0, 162 

KK 1090 DATA 3,1*9,203,202,16,251,96,0 

2R 1108 DATA 0,0,0,0,8,0*8,0 

|_D 1110 DATA 0,8,0,8,0,0,32,94 

JH 1120 DATA 6,8, 72,201,155,248,55, 230 

TO 1138 DATA 203,133,209,136,72,163,0,133 

TW 1140 DATA 206,162,8,10,30,208,6,289 

MF 1150 DATA 144,7,24,101,203,144,2,230 

R L 1160 DATA 288, 282,286,239,133,207,24,1 
65 

TM 1170 DATA 204,101,207,133,204,165,205, 
lOl 

AM 1180 DATA 280,133,205,165,206,105,0,13 
3 

KH 1130 DATA 286,184,178,104,40,96,138,72 

NR 1208 DATA 152,72,102,0,134,207,134,208 

GF 1210 DATA 160,24,6,204,38, 205,30,286 

EA 1220 DATA 30,207,30,208,56,165,287,233 

TM 1230 DATA 16 4,178,105,200,233,2,144,4 

SK 1240 DATA 134,207,133,208,136,208,227, 
162 

CfJ 1250 DATA 8,105,207,133,204,165,200*6 

KH 1260 DATA 204,42,201,26,144,4,233,26 

MO 1Z78 DATA 238,204,202,200,242,133,205, 
163 

GC 1200 DATA 128,145,80,208,192,40,206,24 
9 

HV 1290 DATA 165,204,105,160,160,3,145,83 

OA 130O DATA 165, 285 , 24, 105, 161, 208, 145 , 6 
8 

MO 1310 DATA 32,69,6,104,160,76,153,6 
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PROGRAMMING 



MACHINE CODE 
LIBRARY 



In the second article of this series 
Stephen Williamson provides routines 
for saving and loading memory 
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Listing 1 

- Saving a Graphics 0 screen to disk 



It J NbCHIHE CODE LTORANAY 

it i by htt-phmn Hi I 1 i a us on 

30 i*or PACE 6 

49 

so t*ta.2 load i*c NOB v clock 

KM ; FBOH t»K 

?• f -- - 

■• *t xttte 

TO DIM DBJ 

•100 CIO = 5*4 54 
8110 (! O MMrtM D =4 34 

BiiB BurrcN - 41b 

*L» BUF-FLEK - 140 

■ 140 AUK = 414 S 

4150 IBS* .•= 44 2 

BIBB *TAHT S 440410 

01 ^ i 

•100 J — 

91 IB j O PIN DLVlCt CHANNEL 

not j — — 

LDH Alb 

LAO B3 TstFi'n (hinn»l 

Mft CDHtMMD , K 

LB A S4 *-*tad 

'jTS T ft li K j k 
L ftfl M 
STA AilHjM 
LDA «NAME42 55 
STB BUFF EH , K 
LP* AH A ME f Z B-B 

■>t fi sur rt h * i , h 
JSN era 



• 2 IB 
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f| J IB 
*24t 
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aisi i 
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•744 

•404 

0414 
•410 
0430 
B4 44 
04KB 
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•5 It E 
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»lt 



l.O AB D A T d 



LDM Hid 

LOA A^TAATAJSS 

>TA flVF P tfl j X 

LDA ItST ART/2S4 

IT A BUFFFHM.U 

IDA ttftS 

MA Btfff LEN F H 

IDA ttlSS 

IT A BLJf f 1 L tM M ., X 

L*A H4 

TkTA C DHUHD P H 

J^H CIO 



GL0?E CHANNFl 



LDH «10 

1 DA HI 7 AfSfjIOCt 
*TA t OMNaND , N 
J^H CIO 
NTS 

- #T T¥ "'0 : SC»E EN - D (IT * 
. BYT I 4,B,0.B l 4 r B l fl,O,B,4 



Listing 2 

- Loading the scrfjen hack again 



In the last issue I demonstrated how to 
move and clear blocks of memory. This 
issue I will show you how to save and load 
parts of memory to disk or cassette. The 
source tjodc listings that make up the 
machine code Horary can be entered using 
most Atari assemblers such as the Atari 
Assembler Editor or MAC/65, 

To save and load data is fairly straightfor- 
ward in machine code as the Atari operat- 
ing system contains routines that take care 
of transferring data between the computer 
and peripherals. This system is known as 
the Central Input/Output system (CIO). A 
detailed description of CIO would take up 
several article5 r and is not necessary in 
order to use the machine code library sub- 
routines in your own applications, but a 
brief summary wilt help to understand 
how the routines work. 

HOW CIO WORKS 

CIO controls all the data transfer between 
a device und the computer. A device can 
be one of several types including disk 
drive, cassette, printer or RS232 device 
(such as the Atari 850 interface). Even the 
keyboard and screen are treated as de- 
vices. The line of communication between 
the computer and a device is known as a 
device channel. 

Ad<ir esses 832 to 959 contain blocks of 
bytes that tell CIO what type of operations 
to perform as well as providing informa- 
tion concerning the status of devices. These 
are called the Input Output Control Blocks 
(10CB). There are 8 control blocks, so it 
follows that the maximum number of de- 
vice channels that can be open at any one 
time is 8. This is why the limit on how 
many disk drives can be used is 8 (I don't 
actually know anyone who uses S disk 
drives!). For most applications 8 device 
channels a re sufficient. 

In BASIC, if you use a command such as 
OPEN #l J 4A"D:FlLE n or OPEN #2 r g r 0 r F K: n 
you are accessing CIO, but BASIC takes 
care of storing information in the control 
blocks. In machine code we must give 



12 Afew Atari LJjtr issue 3S 



IOCB more information. Eo.cn Input/out- 
put block consists of 16 bytes. The first 
block {832-847) is known as block 0 and is 
normally used for the screen editor (E:). 
IOCB 6 is automatically assigned to the 
screen (S') on graphic screens other than 
mode zero. This is why, when printing to a 
graphics 1 or 2 screen, the PRINT #6 state- 
ment is used in BASIC to display large text 
onto the screen display. Whenever you use 
the BASIC command LPRINT, IOCB 7 is 
automatically allocated to the printer by 
the operating system. 
When using the disk drive or cassette It is 
best to use only blocks 1 to 5, in order to 
avoid any conflict. In most cases you will 
only need to use one device at a time - so I 
tend to stick to block 1 (848 - 863). 

SAVING MEMORY 

Listing 1 is a routine to save a block of 
memory to a disk file. Although there are 
16 bytes in each IOCB, life is made simpler 
by the fact that we need only use 5 of 
them to perform the save operation. For 
reference Table 1 contains a list of what 
each of the 16 bytes in a control block is 
used for. 

The first part of listing 1 (lines 220 to 
330) opens a device channel from the 
computer to the disk drive. This is equiva- 
lent to the BASIC statement OPEN 
* l,8,0,"D;FILE h . To do this in machine code 
we need to store various values in IOCB to 
tell CIO what type of operation we wish to 
perform. 

Firstly the X register is loaded with 16 
(lines 230 and 240). The CIO system uses 
the value held in the X register to decide 
which channel to operate on. In the BASIC 
statement #1 is used to designate the 
block, but in machine code the X register 
must be loaded with either 0 (for block 
zero) or a multiple of 16 to fix. the start of 
the IOCB. A value of 16 instructs CIO to 
use channel 1. If X was 32 then we would 
be dealing with IOCB 2. If X was 48 then 
this would be IOCB 3 and so on. Each 
vulue is stored in IOCB by indexing with X 
so that all operations will take place in 
block 1 (848 to 863). 

A value of 3 Ls stored in the COMMAND 
byte (lines 230-240) to instruct CIO to per- 
form an open channel operation. Next, 8 
is stored in the TASK byte to denote that 
the file to be opened is a write only file. 
Zero is stored in the AUX byte. This is 
equivalent to the 0 in the BASIC statement 
OPEN #l r 8 r 0 'D:FILE\ 

The address of the file name is then stored 
in the BUFFER bytes in Lo-byte/Hi-Byte 
order. This file name (see line 590)j has 
been called D:SCREEN.DAT. Note that, 
although ASCII characters are used in the 
file name, it is not stored in ASCII form. In 
the case of the MAC65 cartridge the .BYTE 
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BYTE "C;" 
i yTe b ,-b. s,a,e, b,i 
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Listings 2 and 3 - Saving and loading with cassette 



Overleaf - tables 1 and 2 and the 
listings in BASIC 



directive and not the .SBYTE directive Is 
used, 

The access point for CIO is at location 
58454. The instruction JSR CIO at line 330 
sends control to the CIO routines which 
take care of the rest of the OPEN routine. 
The- information that was placed in the 
[OCB block tells CIO what operations we 
required and the value in the X register 
(16) tells the system which IOCB to use. 
Operations like starting and stopping! the 
disk drive motor, finding a clear sector to 
begin the file on etc. are all taken care of 
by CIO. By including D: as part of the 
filename CIO knows that channel 1 is a 
disk drive device channel. When the CIO 
operation is cornpletej control then passes 
back to the program. The next operation is 
the transfer of data from RAM to the disk 
file. 



The X register is again loaded with 16 
(lines 380 to 390) and the starting location 
of the data to be transferred is loaded to 
the BUFFER in Lo-hyte/Hi-Byte order. The 
routine has designated a value of 40000 
for START. This is the start of the screen 
RAM when in text mode 0. The length of 
the memory block to be saved is 960 (a 
text 0 screen is 960 bytes long), see line 
170, 

A vulue of 6 for a write operation is next 
stored in the COMMAND byte and, as in 
the open routine., control then passes to 
the CIO system which writes the data to 
the previously opened file. The value of 
BUFFLEN is decreased by 1 after each byte 
has been written to the file and when it 
reaches zero the program exits from CIO. 
We do not need to bother about such 
things as adding to the disk directory OT 0Q 
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switching off the disk drive motor when 
CIO is finished - the CIO routines takes 
care of all this. Finally the device channel 
(lines 540 to 580) must be closed by stor- 
ing a value of 12 in the COMMAND byte 
(12=close). It is important to close the de- 
vice channel r If you try to open a channel 
that is already open then an error will 
result: 

Listing 1 saves whatever is written on a 
text 0 screen to a disk tile, but can be 
adapted to save any block of memory. To 
customise the listing alter the values of 
START and LENGTH (lines 160 and 170) or 
the filename at line 59Q. 

LOADING MEMORY 

Listing 2 is used to load the file into 
memory. The open device channel routine 
(lines 210-320) are identical to Listing 1 
apart from using a value of 4 (=read) 
instead of S (=write). 
To load the data, the starting address of 
where the data is to be loaded is stored in 
the BUFFER bytes of IOCB (lines 380 410). 
This does not have to be the same location 
from where the original data was saved. 
By storing a value of Z55 in both BUFFER 
bytes (lines 440 to 470} P a maximum re- 
cord length of 65536 (256*256) is set. The 
exact length of the data file could be speci- 
fied or a smaller value could be used so 
that only part of the data is loaded but by 
setting a maximum length the CIO system 
loads the file until it reaches an end-of -file 
marker on the record. This marker was 
automatically added to the file by the CIO 
system when saving. 
Line 46 tells CIO to perform a load 
routine and as in listing 1 the final section 
(lines 540 to 590) close the device channel 

ROUTINES FOR CASSETTE 

Listings 3 and 4 are similar to the first two 
routines, but for cassette. The filename 
used is n G" (Listing 3 Line 600). When the 
CIO finds this as a file name the two beeps 
are automatically sounded by the CIO sys- 
tem to prompt the user to press PLAY and 
RECORD on the cassette player. The data 
is recorded to cassette in bursts or blocks of 
128 bytes each. In order to make the gap 
between each burst short, a value of 12S 
must be stored at the AUX bytes in IOCB 
and also in location 62 (see lines 470 to 
490). This reduces the length of time taken 
to save a record. 

ERROR TRAPPING 

The source code listings will work correctly 
providing your equipment is OK. But what 
happens if there is a fault.' Maybe the disk 
drive is not switched on, the disk may be 
write protected, or the disk may be full. In 
BASIC whenever such things happen an 
error number between 128 and 173 is re- 
turned, in the routines as they stand any 
error will result in the program ending 
without the save or load operation being 
performed. 



BYTE NAME USE 

0 INDEX Index to the device name lor currently open file. 

Usually not used 

1 DEVICE Device number e.g 1 for disk, 1 or 2 for disk 2. This is 

set by the operating system 

2 COMMAND Designates the type of operation- Values that can be 

used here are shown in Table 2 

3 STATUS Stores status of device, A value found here is equiva- 

lent to BASIC error numbers 12B to 173 
4/5 BUFFER two bytes that store the address of the file name or 

the address where the data is to be transferred to 
bytes 6/7 

6-7 PUT BUFFER stores address of routine to put one byte. Not used 

by the Operating system except in BASIC 

8.9 BUFFLEN Sets maximum number of bytes to save or load. This 

address decreases by 1 each time a read or write 
operation is performed, so BUFFLEN can be used to 
check on how many bytes have been transferred 

10 TASK Used to specify type of file. Values stored here in- 

clude 4=Read, SsWrrte^ 6=Read disk directory, 
9=append to old disk file, 12=read and write 

11 AUX The value held here depends on which device is 

being used 

12,13 AU X3/4 Stores c urrent d isk sector n umber w he n u sing BASIC 

command NOTE and POINT 
14 AUX5 Stores current within a sector when using NOTE and 

POINT 

16 AUX 6 Spare au x il iary byte 



TABLE 1 - BYTES USED IN EACH CONTROL BLOCK 



MACHINE CODE I 



An error trapping routine would be useful. 
By examining the STATUS byte (byte 3) of 
the IOCB, we can find the type of error 
that has occurred. The number found 
there will be the equivalent of the BASIC 
program error number (see the Atari own- 
ers manual for a list of error types). Errors 
can occur ot more than one point. After 
trying to open a write-only file errors such 
as write protected disk or device timeouts 
rnuy occur. When attempting to save the 
data the disk may be rull r or the device 
may become disconnected. When loading 
data,, especially from tape, errors occur 
when the expected number of bytes in a 
block does not reach the computer due to 
tape error, dirty heads etc. 
A typical error trapping routine is 

LDA STATUS >X 
"CMP #0 
BNE ERROR 

which is written after on open operation 
and after a save or load attempt. 
In this- example, whenever an error 
occurs, an ERROR routine would display 
an error message on the screen. 1 have not 
included error trapping routines in the List- 



ings as it is impossible to provide a routine 
to suit all applications. The type of routine 
needed depends on many factors - what 
type of error message is needed? What 
graphic screen is the message to be dis- 
played on? What message do you wish to 
display? 

THE ROUTINES IN BASIC 

Listings 5 and 6 save and load memory 
blocks from BASIC. When using the CIO 
from BASIC, a full implementation of list- 
ings 1 to 4 is not necessary as the machine 
code routines would not save any signifi- 
cant memory or work much faster. 

The only machine code that is needed is a 
short routine to access the CIO. The data 
for this is found in line 270 of listing 5. In 
assembly language this reads^ 

PLA 

LDX #16 

JSR 56454 CCI0) 

RTS 

If using a channel other than 1 then alter 
the value of 16 to another multiple of 16 
in line 270 (or line 230 in listing 6). 
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MACHINE CODE LIBRARY 2 » 
(LOAD MEMORY BLOCK) * 
by * 
Steve Ui i Hanson * 

■ * 

7 REM * PAGE 6 MAGAZINE - ENGLAND » 
UK B A EM H MM i fMMM HI t H J l Jt l im t MK I f H U WMH H H KH H H 

HO 3 fttn 

fir 40 GRAPHICS 815ETCOL0R 2 , 0 , 0 : SET COLOR 

RR SO GOSUB 100 

AC 60 OPf M tt|„ 4 , 0, -0 : SCREEN . DAT" 

A£ 7* HEM CASSETTE USERS TVPfcj- ft Q OPEK » 

1, 4,ft a "C : " 5 POKE 053,120: POKE *2, 1ZB 

AU an ST ART "4 00 BO 

JV 50 HI I TART-INT ESTART^2561 

Dft 1O0 LOS I AHT=5TART _ HIS T ART**256 

m 11# POKE BUFFER, LOSTART 

HG 120 POKE BUFFER* I rHISTABT 

AC IS* POKE OUFLEN , ibS J POK F BUFLEH*!, 2SS 

IF 140 POKE CMD, 4 

WE ISO A-USR (ADR CMCSJ J; CLOSE ttl 

Oe L60 GOTO 160 

AO 170 At M LOAD MEMORY BLOCK 

VP ISO BUf F£R=;B52 : BUFLEH=B56 

TO 170 AlfX±BS3: TASK-OS? : CMD=«5B 

C5 2*0 PTM MC5 (lO) 

FZ 210 FOR 1-1 TO 7S READ A : McS 1 1 , I 5 = CHft$ f 
AJ 

MM ?76 HEKT X £ RE TURK 

HO 230 DATA 104, 16? , l G , 76 , 66 , 22 B , ?fr 



LIBRARY 



In listing 5 r the save routine r the open 
channel routine is found at line 70, Cosset- 
te users replace this line with the state- 
ment after the REM command in line 80 
(in Listing 6 this is at line 70). Values are 
stored in IOCR using POKE commands. 
Because we are using channel L the re- 
levant IOCB block is 848 to 863. Each 
appropriate byte in the input/output block 
is allocated to a variable to make the 
program easier to follow. Lines 60 to 270 
contain standard routines for saving a 
block of data. To customise the routine all 
you need to do is alter the value of START 
(line 90) and LENGTH (line L40) to equal 
the START of the memory area to be saved 
and the number of bytes to be stored. 
As an example of how the save routines 
can be used, lines 280 to 340 is a sub- 
routine for putting text onto the screen. 
Text can be placed anywhere (using the 
cursor keys') or graphic symbols (using 
CONTROL/key) can also be displayed. 
Press RETURN to save the contents of the 
screen to cassette file or disk. 
Listing 6 is used to loud a file. Alter line 
80 to change the area of RAM to transfer 
the data to. 



OK 
2D 
QJ 

ZC 



i REM 4H 
Z REM * 

3 REM * 

4 REM * 

5 REM * 
fi REM » 



MACHINE CODE LIBRARY 2 * 

CSAUE MEMORY BLOCK) * 

by It 

iteup HilliaHson * 



»L 7 REM # PAGE 6 MAGAZINE - ENGLAND * 
OR 0 REM XKW M MM I tMUm i WHHMMK MHW fcH MM K I C MH W 

NO ? REM 

SB SO GO SUB 2BB 

Pfl 60 CUSUB 220 

»£ 7* OPEN ttl . 0 * 0 , ™D ; SCR E EH .DAT" 

tH 00 REM CASSETTE USERS TYPE i _ 7fli OPEN tt 

"CJ"! POKE B5», 420 3 POKE 62,12 0 
AW ?fl ST ART -40 BOB 
H* 100 HTSTART-lNt 15TART/2S6J 
DT 110 LOSIflfiTT^TflRT MISTfi«t*2Sfi 
OJ 120 POKE BUFFER ,L0START 
HI ISO POKE BUFFER + 1, HIS TAR T 
HM 140 LEHCTh-ffifi 

OK ISO HTLEHGTH = INTtLENCTH/'756 J 

XI 160 lDLEH£TH=LENt;TH-HILEM&TH«f2S6 

KI 170 POKE BUF F |_ EH , L OL ERG T H ! P 0 K E 0UFFLEK 

*i, MILtKGTH 
KR 100 POKE CMD,0 

LM 1?B A-liSR CADR CMC Si J : CLOSE Bl 
IE 200 GOTO ZOO 

CP 210 REM SAVE MEMORY BLOCK 
IM 220 BUF F E ft = fl 5 2 i 0 U F F L E R= B 5 fi 
HO 238 AUK-OSS S TA3K = B59 : CMD^OSO 
OA 240 DIM MC £ C 10 3 

GH 250 FOR 1 = 1 TO 7 ? RE AD A : MC S 1 1 P I } ~ C HR$ C 
01 

MU 2f>« HEKT I : RETURN 

J*V 27B DATA 104 , 16Z , 16 , 76 , 86 , 228 , ?6 

,*P 2»0 GRAPHICS 0: SET COLOR 2,8,0 

BO 2S0 ? "ENTER TEXT, PRESS RETURN WHF#i F 

T.NISHED" 
pc see OPEN ttl , 4,0, "K !« 

AE 310 GET HI, At GRAPHICS fl X SE TCOlOr 3,0,0 

: SET COLOR 4,8, 4 
YO 3120 POKE 02, *1 POSITION CURS CA) i J 

UP 3 30 GET HI, A! IF A-lSb THEN CLOSE ttl : RE 

TURN 

PR 340 ? CHRS CA3 j : GOTO 330 



Li s lings 5 and 6 - routines in BASIC 
Left - Landing from disk or cassette 

Above - Saving to disk or cassette 



POSSIBLE USES 

There are many uses for these routines 
both in machine code and BASIC, Graphic 
screens can be saved in drawing programs. 
In BASIC adventure games a save game 
feature can be incorporated by storing all 
the variables and their values, In arcade 
games different screens can be saved and 
loaded. The routines demonstrate how to 
work with the CIO system. Other devices 
such as the printer or keyboard can be 
controlled by similar routines. 

J\fe*r issue we'll take a look at Player Missile 
Graphics in machine code. See you then. _ 
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Open channel 


5 


Get text record 


7 


Get binary record 


11 


Put binary record 


12 


Close channel 


13 


Channel status 


32 


Rename disk file 


33 


Delete disk file 


35 


Lock disk tile 


36 


Unlock disk file 


37 


Point 


38 


Note 


254' 


Format disk 


17 


Draw line 


18 


Fill area 



TABLE 2 - POSSIBLE VALUES FOR 
BYTE 2 IN CIO BLOCK 
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TIPSTER 



Hi, I'm the Tipster, here to help you out with all those 
little problems you have with Atari software,like when 
you get stuck! Although Vll throw in a few hints and tips 
of my awn, this column is really yours and will be packed 
with all YOUR original tips, hints, cheats, tricks, maps 
and playing guides for Atari specific entertainment soft- 
ware covering arcade > adventure, strategy, musk, simu- 
lations and war games. It's a two-way affair so if you 
need help let us know and we'll do our utmost to provide 
the answers or put out an 'all-gamers bulletin' right 
here! 

If you have any information that will assist other Atari 
folk, and you wish to see your name in print, then send it 
on in! We'll be giving special awards to the best contri- 
butions received and published and they won't be the 
usual computer fodder, ail sorts of weird and wonderful 
things will be on offer! Well, that's enough intra, let's 
get on with helping a few of you out 



CAUL) 



B£mta\ 
&tfk Coni 



S4— 



- ,'Coaid; 




(toad?*) 
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Our) 



Most of the cries for help received over the post couple of months 
hove been for CLOAK OF DEATH which mony of you hove tried 
as your first taste of Atari adventuring so our first set of hints 
and a mop comes from Brian Sweeney of Preston, Let's hope this 
little lot will get you a bit further on. You've even got a map 
so you can't get lost but if there are still some of you wondering 
around we'll try and publish a full solution to this oldie, later 
on in this column. 



To pass the Rati Carry knife 

To go upstairs: Cany the Bible 

To open the Chest: Kick Chest (reveal a key) 

To make Cross: Get Hammer. Remove noils from hatch. Get 

wire, and saw Go to the Workshop and Cut Bar, This is the only 

location where you con make the cross! 

To find the Secret Passageway: Go to the Library and Look 

Shelves then Pull Book 

To open the Hatch: Use the Hammer 

To find the Silver Goblet: Go to the Cellar and get Iron. Goto 
the Guest Bedroom. Pull Cord, Drop Iron. Go to the Master 
Bedroom then go to the Annexe 

To open the safe: Type in 1327 - no spaces or comma's! The 
safe numbers are found in the Study (Letter 1-3), Pool Room 
(Pool Bag 7) and the Haunted Bed (Painting - 2) 
To paw the Dog: Drop the Rag r Drop the Coal then Light the 

Coal 

To get the Holy Water: Go to the Kitchen, Be sure you are 
carrying Cross and Goblet. Look in the Sink. Get the Water (Holy 
Water) 

To keep the Cellar Door open: Drop the Chest. Kick the Chest 
(reveal key), Open Door (door will now stay open!) 

To get into the Haunted 
Bedroom: You must have 
the Bible, Silver Goblet 
(with Holy Water) and the 
Cross 

To kill the Cloak in the 
Haunted Bedroom: Carry 
the above items and type 
EXORCISE CLOAK' 



j , 



1 'rofl '.• 
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Ct-OAK.. v£Lf\Trt map 



Will* 
CtetA 



Red Herri ngs are half- 
eaten loaf of bread, 
Grandfather clock, Bottle 
of Wine, Sewing Room and 
Dressing Room. 
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Another oldie from the now defunct (as far as Atari goes) 
English Software is MEDIATOR but James Boardman of Stafford 
has been playing it recently and offers the following hints. You 11 
need to refer to diagram 1. Are you having trouble killing the 
robots? Well, after getting the hammer do the following 



Robot 


First 


Second 




Note 


Note 


Grey 


4 


2 


Yellow 


2 


5 


Pink 


5 


4 


Purple 


4 


3 


Blue 


2 




Green 


3 


5 



0 



Play the notes in sequence! 
On the fourth screen, push coals into the pool to evaporate the 
water, then head for the hidden door. 



Anyone do a lot of flying with FLIGHT SIMULATOR 2? 

Christopher Smith of Welling, Kent reckons he's an ace pilot and 
suggests some fun things to do and has come up with a couple of 
good tips for this issue. 

Have you ever wondered how they got the screen shot on the FS2 
box - the Piper Cherokee in the World War 1 setting? Christopher 
says it's easy, and you can do it too! With accumulated technical 
know-how (he loaded the WW1 game and checked the options 
menu?) he discovered the co-ordinates. Load FS2 as normal and 
go to the parameter option screen and then enter the following: 

North position 17404 
East Position 7434 
Altitude 410 

Now return to the simulator and you will be in the 1917 
scenario in the Piper, NOT the fighter, and nothing will attack 
you! You can't bomb either but at least you can fly longer!! 
Another thing to try is select New York (La Guardia) and fly to 
Manhattan Bridge. Those with suicidal tendencies might try 
flying under the bridge. Great fun, until you crash! Cowards tan 
land by the bridge (on the grass side) r line up with it and taxi 
over onto Manhattan Island, Remember, turn left at the lights 
and visit Harry's Burger Bar! 



LAS VEGAS CASINO 
(Zeppelin Games) 

A great cheat from Christopher Smith 

Bemused by Blackjack? Baffled by Baccarat? Rallied 
by Roulette? Having difficulty wilh Craps? Be confused 
no more.' You can break the Sank in about three tyes r 
THREE!- i 'go? 5' due to a bug in the Roulette gome! 

To be a bom winner select the odds al e\sens, put 
a chip on the EVEN numbers lo win and bet ALL your 
money. Then, still on evens odds, place the remaining 
chips on the other squares in the evens category. You 
■will not be able lo bet any money but move the 
joystick as if making a bet. You should hear a tone 
in response lo the joystick movement* When you have 
finished, spin the wheel. You can't lose! When ihe ball 
lands, the winning chips will flash and ilhis is the 
good bit! I you wilt win the equivalent as if you had 
placed all your money on those chips as well. Do this 
a couple of more times and you will hove broken the 
Bunk! Pity this doesn't work in real life!! 



NINJA 

Ben Oswald from Rathbury, Northumberland fancies himself in 
the martial arts and has mapped out NINJA. Now it's easy to 
play r just 

go around the Palace and collect all 6 Idols, then you will be 
able to enter Akuma Chamber. Kill all of the men inside and 
collect the Idol. Go back to the start. The map will help you find 
your way around the Palace. Good luck[ 
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That's all the hints we've got time for this time around but lct'5 
finish up this issue with a couple of pleas for help from fellow 
Atari ans who are stuck fast. Simon Ashley from Redcar wants 
.some help with DRACONUS. How do you kill the Tyrant Beast 
and how do you you get the spells? Also how do you get the 
Necromancer's Staff? 

fames Boordmgn needs some helpon DARK CRYSTAL, espe- 
cially the location of Aughra the Mystic and he also needs any 
help at all with OPERA HOUSE. 

This is where YOU come in. Your answers to the above and 
hints and tips on all sorts of Atari games may be featured in the 
next issue so send them in. Individual addresses and telephone 
numbers will NO I be published unless specifically requested' 

This issue's mystery prize (a mystery because we haven't 
quite decided yet what it's going to be!) goes to Brian 
Sweeney because his map of Cloak of Death has helped 
dozens of folks who have written in for help. On offer 
next time are TWO TICKETS for ALTON TOWERS, 
worth nearly £20, so you can really reduce yourself to a 
quivering wreck an the Black Hole, instead of fast play- 
ing those computer games where you're only pretending! 

Drop THE TIPSTER a line at NEW ATARI USER, P.O. 
Box 54, Stafford, ST16 1DR and help you MlowAta- 
rians out, who knows you may well find the answers to 
your problems next time! Get those maps and hints 
coming in! m 
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LONDON ALTERNATIVE MICRO SHOW 



IS THIS THE WAY AHEAD? 

Colin Hunt paid a visit to a very different show 
and came away impressed with the whole thing 




I have been attending com- 
puter shows, be it major 
events like PCW or local 
fayres, for about six years, 
on both sides of the fence - 
as an exhibitor and visitor, 
For the first time, in nearly 

05 many years, I've come 
away from a show with a 
real buzz of excitement. So, 
why was the London Alter- 
native Micro Show (LAMS) 
better than PCW and most 
of the Atari User Shows? 
There is no simple answer to 
this but hopefully this show 
review will portray the 
atmosphere and excitement the show produced and show Atari 

6 bit users that their micro is far from dead. 

LAMS was held at the New Horticultural Halls in London. The 
show, which was not fully advertised, aims to support those 
micros that no longer grace the support of their original sup- 
pliers or are no longer 'large' enough to merit shows of their 
own. For the first time the Atari S bit has been deemed to fall 
within these criterion, though in the opinion of many users this 
has been the cose for several years. Belonging to a user group 
that has grown up though the birth of the ST without losing its 
8 bit heritage there was no way we would not be there, so on 
April 1st we dutifully turned up and with 40 other groups and 
retailers waited for the doors to open. 
During the seven hours the show was open about 2,000 people, 
from oil walks of life, wandered around the hall talking to the 
exhibitors behind their 12ft trellis tables- No fancy hyped up 
displays here, just dedicated users of micros. 
The exhibitors of major interest were of course those who were 
supporting the Atari 8 bit. These included Callisto Computers, 
Capri Marketing, Computerhouse, Frontier Software and the 
Bournemouth and Poole Atari User Group. Computerhouse were 
selling a large range of 8 bit software which they have recently 
imported from the USA and there were many other games that 
have not been available in this country for a long time. Frontier 
Software were selling their usual range of 1CD/OSS products and 
had on display the new SpartaDos X cartridge, although they 
only had one copy! Also, among the items available, were the 
P R: Connection interface, the programming languages Action 
and BASIC XL, and a great slimline modem, the SupraModem 
2400 from Supra Corporation in the USA. 
The only other dedicated Atari stand was ours. Along with the 
latest issue of our newsletter, we had a disk of The B bit 
Mouse, which has been written by members of our group. The 
disk includes a program called TBM Draw which allows you to 
produce drawings using the ST mouse on your 8 bit computer 
In response to many requests at the last Atari User Show we 
launched the Atari User s Register, The aim of the register is to 
get Atari users talking to and helping each other and ultimately 
setting up local groups in areas where groups do not exist. 
The stands mentioned made the show well worth a visit but on 
top of this excellent support there was also the pleasure in seeing 
how other groups of unsupported' micros have overcome their 



supply problems. The Atari 
8 bit is still available in the 
shops, even though it is cur- 
rently being sold as a games 
console, yet it does not get 
the after sales support it de- 
serves, although there is al- 
ways the possibility on the 
horizon. Because of this 
Atari user groups tend to 
wait and go without, an 
attitude that will have to 
change. The other user 
groups at the show, support- 
ing micros such as the MSX 
1 and 2, QL, Adam, Fin- 
stein, [upiter ACE, Lynx, En- 
terprise, T199 and Oric, have been through this period of no 
mans land and ore supporting their micros in the way we all 
wish Atari would support ours. Seeing how these user groups for 
dead, yet still alive, micros have overcome their difficulties 
should be an inspiration to us all. 

Stands of particular interest included the one manned by the 
Reading Lynx User Group. Along with their neat sweat shirts 
they also had on display a CP/M for the %K Lynx, written by 
members of the group, a task even Computers failed on. Both 
the Finstein user groups at the show produce a monthly maga- 
zine and the UK Finstein User Group, which claims 1000 mem- 
bers, also organise the National Einstein Exhibition, which this 
year was held at the Notional Motorcycle Museum in Birming- 
ham. The |upiter Ace User Group operated an open invitation 
to the other micros, to a head to head race running the PCW 
benchmark tests. Sadly no one was brave enough to take up the 
challenge, thus removing the opportunity of the group to show 
how fast Forth on the ACE is. 

Another well supported micro was the TI99/4A which was 
represented by three user groups and one retailer. One of the 
user groups, Dorset Tl Group (DORTIG), had a standard TI99 
with a full expansion box This included a disk drive interface, 
serial card and a battery backed RAM disk. The unit also had 
an 80 column card plugged into the side. An interesting point, 
especially after the release of SpartaDOS X, was the DOS which 
is run from a ROM cartridge, which was also battery backed. 

All in all the London Alternative Micro Show was well worth 
the visit for those Atari 8 bit users that attended. We were 
surprised at the large number of 8 bit users, who, as well as 
attending the show, still believe that the Atari 8 bit is the best 
micro available. There is no reason why support for Atari at the 
next show, to be held at the Ding ley Hall, Stafford on Saturday 
11th November, should not exceed the QL support at this show. 
The main reason why we should support this show is that the 
Atari User Shows are now dominated by the ST let r s see you there 
whether you are a retailer or a user. 



Do you beiieve Ihere should be an Atari 8 tit show? If yes, 
where would be the best plate to hold it, London or Birming- 
ham? How much would you pay to get in? Send us your views 
and if there is enough interest we will organise one. Write 
to Colin Hunt Bournemouth and Poole Atari User Croup, 
248 Wimborne Road, Oakdale, Pooie, Dorset BH1S 3EF 
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XL/XE TYPE-IN 



THE 




Its time Lo save the world again. Well, your street at 
least! Alien bodysnatchers, the Todz', ore being depo- 
sited in the houses, waiting to take human form when 
the occupants fall usleep. You must prevent the Pod* from 
taking over by keeping your neighbours awake and putting 
the Podz down the disposal unit. 

To waken people touch them whilst they are in bed asleep. 
The Podz can be picked up by touching them and must be 
transported quickly to the disposal units which are situated 
in the bottom left room of each house. Whilst you are car- 
rying one of the Podz you can't pick up another or leave the 
house. When fully grown the Podz kill off their host humans 
and Jump around from room lo room. They cannot be killed 
in this form and will stun you on contact. Hitting the pod 
iruck will also put you out of commission for a while. 
There are 20 people to save and the game ends when less 
than 3 remain. The display at the top shows the highest 
scorn, the number of surviving humans in each house, the 
current bouse being invaded, hours completed and current 
points 



PODZ 



by Bill Halsall 



SCORING 

Picking up new pod 
Picking up partly formed pod 
Picking up quivering pod 
Disposing of a pod 
Wakening sleeping person 
Bonus per person still alive 
(calculated each hour) 



10 points 
20 points 
30 points 
10 points 
nts 
ints 



10 poi 
100 po 



Press the joystick button twice to commence a new 
game. To abort pre*s START, SELECT or OPTION. 



TYPING IT IN 

Cassette and disk users should type in Listing I, SAVE or 
CSAVE a copy, then RUN the program. The program will 
check each line of data and inform you of any errors. Correct 
any errors and RUN the program again until all errors are 
eliminated. W hen this is done answer the cassette/disk ques- 
lions ac cordingly lo create a boot tape or binary disk file. 
Cassette users should load the boot tape created by firstly 
removing all cartridges und then turning on the computer 
while holding down the START key (XI. and XE owners 
should hold down OPTION as well). Press RETURN and the 
tape will loud and run automatically. 

Disk users should type in Listing 2 and save it on I he some 
disk as the binary file created by Listing 1. RUN the Listing 2 
program with the disk in the drive and the game will load 
and run automatically. 

A special note for disk users - if any other programs have 
been used prior to Listing 2 being loaded it is recommended 
that ihe computer be turned off and on again before the 
program is run to ensure that the game isn t corrupted by 
any data left in memory. 
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THE PODZ 



WG 1 RFM **** BUN MtN * »,# K M M M KJ I KM KM WW KM MM KM 

RS 2 REM * THE PUP? * 

RT 3 RFM * by • 

AN 4 HLM * Bill Hal sal I * 

SB 5 REM * » 

KC 6 KEN * PACE 6 MAGAZINE - FHGL AMfi * 

HU 7 REM W W MM K W M W M KM H J t MMMM Mm a M. il 'M. NMMMKKW 

HH 9 REM 

All 10 REM uithimvtJMtmi 



X : CLOSE ttl : END 
GOSUB &6 i IF k- 



AZ 20 REM 
BH 43 REM 

SR 44 DIM DAT* C108J , NEXC221 ! RESTORE 4b rFO 
n K— 9 TO 22: read Ml HEM CM) =41 1 NEXT K : PftS 
5=8 : T0TAL=8 i TRAP »2i ? "CHECKING DATA" 

PA 45 LIIIE=99 : RESTORE IRS 

EL 46 DATA 9 .. i , 2 , I , * J & , 6 , 7 , a , 9 , 8 , o , 0 , U , u , 

BH 49 LIWE-LINE+1 : ? LINE : READ DAT$:IF L EH 

(DAT?) <>96 THEN 7ft 
BL SB BATLIN=PEEKCL83J +PEEK £1343*256 : IF D 

ATLINOL IKE THEN ? "MI S SI HG ■■ i CH R$ f 2 53 5 

: END 

MA 52 FOR X = l TO B9 STEP 2 : Dl- ASC CDS I S IK, 
H3 3 -4fl :B2=ASCfDAT5 CH+1 , W+l J 3-48 :BVTE=H 
EKCDl}ttl6+HEM »2> 

GP 54 IF PA55 THEN PUT 81 , BYTE ; NEXT If; PEA 
D CHKSUn: GOTO 48 

BO 56 TOT AL -TOT AL +BYTE SlF TOTAL> 999 THEN 

TOTAL- total -ieee 

TS SB ttEMT X : RE AD CHK SUM ! IF TOT ALOCHKSUH 

THEN 76 
UO 60 GOTO 48 

TO 62 IF REEIt<1951 <>6 THEN 7 "ERROR " j PEE 

K<195> J CHRS C253> : END 
HI 64 IF PASS THEN RESTORE 9© i FOR K = l TO 

26 : READ A : PUT ttl , A : NEXT 
PF 66 ? "(HIJC OR <TIAPE K * 

A5Gl ,p D"l THEN 70 
RD 68 ? "READY CASSETTE AMD PRESS RETURN" 

! OPEN ttl, 8.128, "C ! ! GOTO 74 
IF 70 ? "READY DISC AND PRESS RETURN" 1 60S 

UB 80: IF KOlSS THEN 7B 
OU 72 OPEN ttl, Bjflj "DtPODZ - OBJ" 
HH 74 PflSS=i : LIHE=?3 : RESTORE IDG: TRAP 62: 

GOTO 46 

PT 76 ? "BAD DATA" } CHRS ££535 ! END 

ZH " REM ***GET KEY ROUT IKE*** 

GO BO CLOSE ttl: OPEN ttl, 4, B, "K :■■ :<EET ttl. It: 

CLOSE HI ! RETURN 
IY 70 DATA 9, 133,, 192 , 96,270, LB?, 2TB, 196, 7 

6 , 289, 42, 173, 18,218,44, 7 , 24, 181,195, 17 

8, 98, 0,8,0, 8,8 
FM 1UU DATA a81b08ZeZ82SA9Ue3DZFOzA»3C8DO 

2 D3 A 9 0B8DE 7 0 2 S SB E A 93 8B DE 66 ZB SB FA 92 6656 

AA?ZG65UBia6G4CC5290808 J 637 
UN 101 DATA 0 6B 68 OB 06 06 OB 08 00 00 06 06 OB F6FB 

F 8 OF BF BF BO IB 88 50 0 1 BO 87700EEU8DDU OB 60 0 7 

708680808080808760 6FFFF, 12 
CE 182 DATA F F F FFFFFFFFF 88 80 B80BFFFFFFFF7 

8F8DB5879F6D8541E0F8B1O1E0FBB1A161B963 
C5A8818247EE7FFC3flSFFFF,77ft 
ZT 103 DATA 7E071C3E7F7F7F 3E1C071C3E3E3E3 
E1CLCOF0E8E1FJ.fi FB E 0 E 0 Z 1 C 1 8 3 E 3E1D1C1CF 
3E7CF DBF3E7CFD61C2A143F , 191 
OU 104 DATA 3C5C10L01C2A147E1D1C04041C3E1 
C3F3G5G1O1O1C3E1C7ELD1CS4043834183 83C1 
B 1 61 C 3 63 41 9 7 EB 63 EE 2001 C , 4 13 
EH 105 DATA 2C191C3C 18183B1C2C997E 1D7E41 9 
8Fa88Fa82FB83FB03FBFFFF5278470 83EB707 0 
7O787878787078787e74lFC, 736 
US 106 DATA 267B7&4Z4C217078787857003657Q 
83 7 5788 305 7 8B3 9 578 83 A5 7883 8578 836 7 878 7 
0707076418F217678424C21, 688 
EH 107 DATA 47063607070767076707670787074 
136212629LDLQlBL6lOi0U62D2S2EiD14£3±3i 
21 1158834213227 ID 120078, 876 
Yt 100 DATA 32 1D180833 231D1818101810A9C5A 
2009OeO3A9D083BE8D8F7A2eiA9B19D8O309D5 
03O9D8C389DDC389D08389D, 905 
(iW 109 DATA 06399DeO3AA9839D8Q3£9Da037EB£ 
Q12D0DCA206A9919D91309D11389A166 914AAE 
0FQDOEF ABOGBS5Z22 A AA9B 1 ,859 
YC 116 DATA 9DBO30CaCOOBbOF2fr9BOaDS83OeDS 
B3 08090308001 368P1 1 36 BD8C 3BA9463DF838A 
9BZ8DBZ36BDB137n9043D18,159 
111 DATA 36SD1137A9459P8C3AA780BD5D2Z9 
D8 3 39ESEe8DD8F5A94F3DCA38a208BD08389D0 



JH 



0 3L9D 8B3Z9D 88 339D 003490,517 
PM 112 DATA 0635E8DeEBA936&5CCO90085CBAG8 
OB 1 CB AB 2 B 9 1 CB A8 48 91 CS AB 6 B 91CBAUBD91C B ft 
0A091CBE6CBA5CBC920D6E0> 336 
OG 113 DATA E6CCA5CCC93CDBD46B1D31457EB5A 
5 ft B A DBFCDD58" 14 74 60 14 70 00 84 80 15 10147463 
AO 60 8C4040AE4C40 6 A 2 06 0 A j 456 
LT 114 DATA 9DflG3F9Da83E9DOG3F9DB83FE810F L 
16GA38G8DZF8ZA33C8D8 7D4BDF482A206A9FF3 
Sf DB0E89D003CA9FF36F 600,589 
TC 115 DATA E19D003DE8D0EBDD30209D603CE8JI 
8F7a9028DlDD8A9OlBDeF82A9888D88D ZA9038 
DBFB2A9FC8D3602A9208D31, 730 
NU 116 0 ATA 6 2 A Z 80 B D 6 A 2 1. 90 CO 6 K E 0 EO 8 9 DO F 5 A 
9 2ABDZFBZaeZEAZZ3ft9O72O5CE4A9CO6D0ED42 
0732260207322 A200BD8C29j 64Z 
TX 117 DATA 9 D 7E 3E EB EB OB Dfl F56BOBBUO BO U B B U 
6AD6402D8FBAD8402F0FB66A93e85CCA90005£ 
BAa?lCBCSDBFBE6CCA6CCE0 , 822 
LD 116 DATA 3CD6F368ASB1F8533828A5B03QE90 
429O40SBe0O04D4C904D83DEEL9 21EElC21EEl 
FZ1EEZ221EE2521EE28Z1EE , 60 
GF 119 DATA 2B214C6123A5001859Q4 f 9Q4SD84D 
485B8C988D815CE192LCE1C2 LCE1F21CE2221C 
E2521CE28Z1CEZBZ1A 98085,204 
HE 120 DATA Bl A5B2F0001069BFC6BZ8D81DZ A5B 
3F88BC6B318B99FBD8lb2a5B4FB322981DB14A 
93C3UES646D66D2A5B44A4A, 76 
C ft 121 DATA lO69688D07DZDeiBASB48A8Ofi5B5A 
9F03BEEB58B86D2A5B44A4Aia69A88D07D2C6B 
4A£B0F0iai065A»8038E5B6, 598 
AI 122 DATA 4 A4 A4 A4ftl869Z0BD05O2E6B6fli5B6B 
D83DB4E6ZE4A71O8D81DOA9D8tiD62O6A2O0A9F 
F9D063F9D803EEei6F7A9fl3,999 
OE 1X3 DATA 8D89DB8B8AD86G2B5Z24A9S638E5D 
9O066AD7eO229O4DOO9A9O695P7aD19ZlD816A 
D7D0Z290BDB4FA9e485B7AD, 767 
SS 124 Dfllfl l9ZlC9BFr044A901D06BA5B6F0051 
8690 485BBA9FF85B14CB324A95A38E5899889A 
D19Z 129 LFB5B8D818AD 7802 , 018 
BB 125 DATA 298 ID 80 9 A 58 9C 9 4 OF 0 ! 3 4 C BD 2 4 AD 7 
B022962D0O9A5B9C9&CF0034QCe246OASB7lO6 
5000 A«ABA69B065CBfl?ZOB5 , 757 
£H 126 DATA CC A93E&5CE A5B93OE90485CD A900A 
8 91 CDCSC818 D8 F 9 AB A5 B9 05 CD B I PB 9 1 CD C BC 88 
aD0F7A5BS4^8185B36eA982 , 512 
MK 127 DATA 65B7 A5B930E98485B928832468A98 
66567A5B9ie6?0485B9 2Q8 3246 8A5Bai>83 8ftDB 
ft D 2 D B 2fl A 9 8 B A A 9 D 8 B 3 F E 8 1 0 , 847 
IR 126 DATA F A A 90 IB SO 6 A 90 3 9 D 8 B & OA D OA 0 2298 
aA&A2e0BDFB2fl9?D93FCaE8EaOC&aF4A9G4SD8 
402AD19Z11869114A4A4A4A, 197 
SR 129 DATA 4 A A AS BB BB DZ 4 2 5B DC 5B-2 68 OA D A 4 A 7 
AlA0A6AZe62252e6C258D0BD0A9FE65B6A5B01 
859306D3D2185BCA936BD38, 61 
AY 138 DATA 8 2 A 9 21 80 31 82 A 9 C 4 6D C 4 8 2 8D C 3 0 2 A 
954B5B9A99 8050ABDBeD84Ca3Z4A9e8Ad9D8O3 
EE818F A68A9B8 AA9D883FEA , 381 
DI 131 DATA lOFA6eAD7862Z981D003289F25AD7 
002 Z962D00320A625AD7B8Z298 4DB8 3208 F25A 
D78BZZ9B8D8B3 28CB2bb0A9,211 
YD 132 DATA 02&5B7 A5B930E9044CB425 A908856 
7d5B918 69B4aDa42FA5BA8D882F4CDC25A906S 
5B7A5BA30E9044CD42SA904 t 130 
PU 133 DATA B5B7A5BA1&69848&8B2FA5B98D842 
FA0 882F8D8L2F1B69O4SDO22FODO32FAD842F8 
D66ZF1869O4BD052FBD852F,52B 
KB. 134 DATA 8D872FA200BD842F39E9104A4A4A1 
96A6A85BD0A0A65BD8SBDB&802F38E930 4A4A4 
A 1 B 6 5 B D 8 5CB9D8C2FA 5B C B 5 , 789 
00 13S DATA CCAOOOBlCBC9SlF0359D062FE0E0i 
4D6C 7AD067F85BA BDOOOOADO4 2F 35 B 920 3 324 A 
20 3BD0 8ZFC94AFB2FC94FF8, 3S5 
OF 136 DATA 1 AC 9C BF O Z DC 90 C F 05 1C9CDF8S3CA1 
aEfrbOA964ODOOD2A90A05B260A5aEFOOC2O6C2 
565BEA93C95B44C9A28fi8A9,459 
&J 137 DATA 4985BDDOOCA58ED833A98185BEA90 
e35BDAOBeBDUC2F85CBASBC65CGA5BD91CBA93 
C9D90DZA98AB5834C9A2868, 245 
AB 138 DATA 2806264C9A20208626289A Z84C9 A2 
6A5BEF0EC2O6C25A5BA8D03D0A4B9A2OBBD5B3 
r?99a03FCaE8EOa8DOF46OAO,694 
KP 139 DATA B8A9300SBD A200BD1D2799 1 82F ASB 
D994O2FA9 8B99 782F99Aa2FC3E3tUOSl>0L/LbB 
DC030D0DFA91465BDA00020 , 221 
CO 14Q DATA 2327AA202E27C949F8F5A94991CBC 
6B6D0ED6B2B34 786166 A2CFAE ADO AD223 3F3BE 
9ia90FS60BD102F85CBBD46 F 12 

continued overleaf 
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Expand The Capabilites Of Your S Bit 
Atari... 

US Dcubfw 

Expanding Ihe 1050^5* dnv&s strenglh is what ICC 1 5 US Doubler is 
alafegul. A true performer in (ne area of hardware modifications, 1his 
chip sel quickly irarvslnritts your Alan ■ nto a powerhouse, radafi ng *ilh 
innovative teatures rmvin butore possessed by a 1060 Futures like 
trut double density lor greater storage, single and double dens..iy 
support, an accelerated fO nsle dfcsgiad la Inple your spued whfri 
ccTfcingd w'h SpartaDQS and full compalibiity wilh aristing Atari 
sotlware. fzg.SS. 



SpartaDOS 

This Disk Op*iraiing Sysiem f-az wen wide^ acclaimed as ihe Best 
D05roririB-6bt| AUnri -^ngti SparlaDOSIrom iCOsuppCtS^viirj':!- ig 
rram a 1Do.sk dnveslhraugh RAMdsfcHO hard d.sks. A special menu 
nll::w:; riip<: Irit-Tj.ii.-f. eras.'* and ICCkin- unlsc.in- ::! ' -.ss, 2 ily 
the Space Bar. Option. Sian and Select Keys. The utitfy pACtagt 
supplied also features a, 32 character keyboard butter, imellgenl 
switching between ds< dynsiiiies. abirary tie game menu, subdfreclnneS 
and t mH-.'rjlifw sianTpinj. Weal to' le& Mn 1he new ' H 

SparlaDOS ard US Doubler Par* - Only E49.95 

f.'nT.' Connection 

No* you're no anger limited 1o Aiari co^npatiUa printers and rncOems. 
Thp P:R: Connection plugs directly inlo the senal disk drive pori 01 any 
8 brl Atah computer and p-gwdes the user wilh a slanoard Centronics 
printer inlerfsc* and iwa HS-Z32 serai pons H also draw?, its power 
Tiem ycurcompuler which, mean? on* less cord lighting Per a power 
point while ils compact size ieava&y ourwDifc space virtually dutlCr Kite. 

Ti c P:H: Connection's senal ports use a Fully compatible R Ivandler 
and resemble those oi the Atari 650 interlace witTi the same signals and 
luncllons. 

ICO Printrr ConnfiCrJOrt 

ICG's Printer Connection is a Centronics parallel primer interface tor 
Atar B t»i computers wtiicH clujs inlo the computer's serial pu-riphu-i.il 
port andlhen Directly inlo your pr*n m U works wilh nrwsl parallel printers 
and B bii son-ware wilhoi/i tfe need lor special driver software and 
includes a buitl-in pnnter cable. C29 95 

f run\if S^ll^ jr-e filSO 9411 tM» ill So* CHS products sucn as Action!, (Jjsic X£ and 
6ae« XL and In* njmaHnn. ICU pracUDs - ftanibo XL and D-Time 9 P«3S« wri» or 
p4"Hi r-? lor oj- cjUarjuH. 

All prcet indudd VA1 and Pomace 
P Q. Bo* 1 1 3, Harroaalr, Horth Viii^e NQJ QHF (0423! 6T1 4D.S3D577. 
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CALLISTO COMPUTERS 

Gwelfor, Nebo, Amlwch, Gwynedd. LL68 9NE 
Tel: (0407) 830704 

FOR ALL ATARI 800/XL/XE USERS 





wilt 


□ iS-k 


ROM 




C. u 


Disk ROM 


.^H n l -_ J LI M IIIE- iJ 








MARTIAL ARTS 








z so 




mm. 


Nin ju 


2. SO 




Ai i h*v zj 1 1 


£ .71.1 














A fin 


B.00 




STRATEGY 






&allblorf?r 


€ 50 


1 0 tJO 


1 4 75 


■Tl r>r i iHi - iri 




14.75 


Brj H le?jTuntf 








VjOI IOTi N hJ 7m 1—r r 1 ET =■ Si 


S 75 


1 2 75 


Qlut Max 




A 7R 
O-'S 


1 4.75 


!■ 1 l3 . j IC! Tmf 1 !?3£ 


1 .90 




Dra n us 




S 95 










Giat.j nlir-C 


2.90 


12.35 




ADVENTURES 






1 1 L 1 14= UL'Vl 1 




4-60 




diDi , ii& n a n _i 8 1 


&.7S 


8.75 








1 J. 75 






9 95 


-"ii ii 

p'Uljkll ll 







1 2 00 


Inn. rirl^ Hur - b* 
1 1 1 !4 ■ 1 L" ■> ^ ■ l.. f. 


12.75 


12 75 


I -- ■■ ■ rlr i||| i"^iiH.lfi 

Lb*l Jt.i rtcrc uuiu 


3 50 


■■■■■ 




Lrd nc:£ lu L 


12.75 


12.75 


ruHjniuru 


2.90 






LtjpiS Phil QSQpTlorUfll 




7,00 


nil rk ■J LrUi 


5.00 


7.00 




Ultima III 




1 7.90 


Rosen's Brif]:jd4i 


G.SD 


5.50 




UHtimo IV 




1 7 90 


SU«r H;iid<:rs II 






14,75 








Thuriderfox 


2,90 






CASINO 






Zaxiion 


C.Qu 


700 




Frultmani 


1.99 


299 




2.&0 


4.50 




Las Veoas Cn^inQ 


2.00 


2.B0 








7 C;trd S1ud 


4.00 


4.00 


□RIVING 














American Race 


1.90 






MUSIC 








2.90 






Player Piano 


4.00 


ten 


Gnind Prix Sim 


z.eo 










Pole Posptlon 




nb'-bo 


ia!75 


UTILITIES 






Spaed Ace 




4.50 




Alanwrtler Plus 




20-00 


Spe-ed Hun 


6.5D 


0.50 




Basic Compiler 




12.00 








Cui ti" Pasta 




12.00 


SPORTS 








Prln tsMap 




21,00 


iao 


?■ fin 






Visicalc 




20 00 


bLJrop-nJ 1 " Sfirctrr 


s.so 


12.75 










Fi^ht Nigtil 






14l75 


EDUCATION 


4.00 


4.00 


Foolball Manager 


i'&o 






Counlei 


Hardball 








Designer's Pencil 




12.00 


Jocky Wilson Darls 


2. SO 


4.50 




Juggles Housn 




12.00 


Kenny DalgliSh SOCC. 


0.50 


11,50 




Skywrilui 




9.7S 


R&alsporta US Fool 






12.75 


PUBLIC DOMAIN 






Winter Olympiad 


MO 


12.75 














Somplnr (6 progs) 


1.95 


2.95 



All orders include FREE membership of Calliato CoTnpute-f' Club - 
newsletter, &af ware ha id ware catalogue, Public Domain Library 
and special olfers. 

P*st arid packaging free (orders under e: 4.00 pleaae add A Op) 
Overseas postage : Europe 1 per order. Olher countries 1 per item 
Please make out cheques arid P.Q's to Callisto 
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GU 141 b-AfA 2T05C:CBlCB6eOSC2f e??ftO0ftD2 lttb 

S835eiR20F12flBDia2F136^e2a5CBBD4fl2reSC 

caefl6BlCBDe»4A?CB51CBi&e,43? 
HG 142 DATA A SC 2F 6 F B A D 0 ftP 23aE7e0B8F328F12: 

AAB«B282t27C?45F01FC94fllPe±flBD7n2F85CBB 

0482F85CCBlCBFBlSC»CBFe , 6S8 
t« 143 DATA llC9CCF8B5C9C0FD3760BlCIHfl6^e 

i?iCBoeA?oiea5cBer>402FS5CCA?a8BSB[>Ar>OAD 

225e7AHBSie2F186^e2ABBl j 42 
JU 144 DATA CBC5 l CBFe8SCBBDDet?bUA^CC?],0BS 

fi-JD 7B2F6BA9flE 5it:BA5CB5DAe2F 20 7F 27^0 ^lt 

B(j0rtfTl42^Q4D8F9fi28e&DA0>277 
AP 145 DATA 2FFB4AO5CBH5BDn<a8@Br>402Fa5CCn 

0eA&22^B3FBiCCSBiFflBer;5B2FOOSC6CB4C212 

SE6 C B4C 2 128 AS CB1S&? 1485,484 
OS 148 DATA CB4C212BA5CB3BE91495CBB1CHDB1 

1 A 9 BE 51CBA5CB5TD A B 2. IF A 5 B 8 5 C B A 9O051 CBE8 E 

(3itll>ilfif:EiiriFfiBFiii5BF2^ft3ftfi,fl^S 
ZT 147 DATA A8BBBBAB2»9?7B3C997C3tE8C#C0B 

4DBFlAI>8a022?e3a5BDABOBB7?S2BAeBI>FB949 

ACADBFC??883CC8CBBBBBEt p ?tZ 
f5 148 DATA &82fl62252fl6C258DB3D8 A98F803Ba 

2A5rZlBl>3182A9e4aDC4a2a9EB8DC3821194 8B5B 

9058880 BBDB4C8324A2B4Cfl , 53B 
MM 149 DATA FE8F21BB>6F2iC9lA&aB9A3!B5<D6F2 

lEBBBfrOECB8A|>B4De2 7BlF03iA96485B l 9A79B8 

5 B A 80 BQ PB 2 B D-5 2:0 26 BB 26 B4 , 887 
GO 150 DATA ADeC0825BaFeiaA94CB6"B?A5648DB 

fl02A9BF85BZ2B6Z25288324A9FF8DlCB2801lir> 

Q6BA51325-JF0B1SFF6A?1A5, 7*6 
QR 1S1 DATA C4FBie85BfrA8flA2e^fi70aaDBFfiC68 

DD8F4A5132 983D88485C2EB13iaa28B38B06F2 

IF 04 F2 1 F BO 4 9 B 1 4 B 88 SE BE B t 458 
TO 152 DATA 6S D8 EE A 2 88 BD 6F 2 1 9D 4 F 21 E8 E B 85 0 

8 F S 6 B fl 9 88 A2 8 A 5DBF21EBEBESE81FDBF6BS148 

5C285BE8bBOBDlE008D84D« x 47* 
HF 1S3 DATA A?818SCea5l3E2B1327A2B8A9181lDb 



F 2 1 E 8 E 8 85D 8 F fl 80 6 A 2 1 A ? 0 88 D 3 52 5 5 1 D 6 82 IE B E 

ti0t>D8FSA2 5 7 8F?C39€8BE4t , 737 
GR 154 DATA 3 9EB8E6C3 9L8at_8C 5 "1 FA SF AC 39687 

46 B654S78bKb4 7A8B34 71 32 27 I D 10 AbAS ALA?B 

3A8206227203B2 72BDF272e,3&7 
OL 155 DATA 8 72A2BED2 B A5UZ&B0I2BS32 A A9B88 

54DAClFDBCUB7F00285C8o82BaB2 2201?2328F 

52Z20 742120DA2628BC232B ,449 
UM 156 DATA 3529 2871 2B 28F2 23 A9B18D 1CB228D 

B24 28CA2 82B12 24 A5B1D8B628A1294CFC29A97 

DaS14A5C0FB58A5B9C948FB J 1?1 
FZ 15 7 DATA i8ADiCfl23BE9B2B8E4AD±Cfl2BBF34 

CEa29 282B252OF223A9B2SDlCD220762526BD2 

62 0B12B283CZ8BDlEfrB2BAl,242 
DC IS* DATA 29A5C8F021A5B9C968DOBBA5BEFB* 

9A96485B9 208324 AJHC02JOE9O3naDAA&lce 2D 

BF34C1C2AA2888EB8D2A9A8 j 861 
UH 159 DATA aDBlD2A9ei8&lCB2A&lCB2DflFBEaD 

8EB6F8t02BD9B29 9D6B21E8EeB60eF5208C2 34 

CC529ADBAD22»B738E9B29fl,^9 
LB 160 OAT A F6AA156938B5CCA8O084C284 CBB 1 C 

BC949F8OflCg4AF0B4CBDBF36BBABA8ABAB5C38 

(5 136 911006521850268*908, 665 
Vll 181 DATA 85C4A23886CCA91O'85BDABe0B4CBB 
lCBC94 9F81OC94AF0i9C«D0F3A5BD9D2 921EtHi 
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Be part of the action 

at the 





COMPUTER SHOW 



MIDI 



All the latest hardware and software in the rapidly 
expanding scene of micro music will be on dis- 
play, including keyboards, samplers, sequencers 
and professional studio software, 

With an Atari/Midi setup you c;in produce top- 
quality mush:, quickly and simply - editing out 
mistakes in a w r ay that's impossible with live 
recordings. So if you're in any way interested in 
making music with your micro this is the place to 
come lo find out all about it 



Alexandra Palace, Wood Green, 

London N22 

Friday to Sunday, 

June 23 to 25, 1989 

Fri & Sat: 10am - 6pm, 
Sun: 10am - 4pm 



CAD 



Computer Aided Design has grown to become one 
of the most important uses for modem computers. 
With a CAD system you can design houses, cars 
and electronic circuits - in a fraction of the time it 
would take you with pen and paper. 

With the high speed and powerful graphics of 
Atari micros it's hardly surprising that bigger and 
better CAD programs are pushing back the fron- 
tiers all the time. 

And only at the Atari Computer Show can you 
sue nil the latest systems under one roof. 



Tfre Atari Computer Show is back - with 
many new products and developments. Atari 
has grown to be one of the major pteyers in the 
computer world, supported by $n incredible 
wealth of top quality applications, games and 
utilities - nil on view at this show. 




BUSINESS 



Many companies will be demonstrating their latest 
software and hardware, specially designed to 
release the full business potential" of Atari com- 
puters. 

As well as products for the 8-bil and ST, you'll 
be able to try out applications for the powerful 
Atari PC compatible series. 

And you'll also be able to get expert advice from 
professionals. 



DTP 



The art of combining text and pictures is big busi- 
ness nowadays because, with a low-cost DTP pro- 
gram, you can ereatc anything from a club 
newsletter to a monthly magazine or book. 

At the show you'll be able to try out the latest 
scanners, digilisers and super-fast programs, and 
get a first-hand glimpse at the way DTP is set to 
develop in the future. 





POST TO: Atari Computer Show Tickets, 
Database Exhibitions, HfEEPOST, 
Eiiesmere Part, South Wirrat L65 3EB. 

Pleese supply: 

□ Adu It tickets at £4 Isave £ t ] C. 

□ Under 16s tickets at £2.50 (save £!)..£_ 

□ Fa mil v t ideal at £1 1 fseve £B).. £_ 

Total £. 



ADVANCE TICKET ORDER 

□ Cheque payable to Database Exhibitions 

□ Please debit my Access/Visa, card no: 

I I I I I I I-LLJ I I I I I ill 

E*p«ry date: | / | 



Signed ,„ 

Admission at door: 
£5 taduttsl 
£3.50 (under J€s) 



Advance ticket orders 
must be received by 
Wednesday, June 14 



GAMES 



Atari computers are renowned for their ability' to 
run fast-action arcade-quality games. 

The range of new software on show will demon- 
strate how the power of these machines is con- 
tinually being stretched, producing faster and 
even more addictive games with superb graphics. 

The winning entry in the STOS GameswTiter of 
the Year Award will be revealed, and several new 
exciting STOS accessories will be shown for the 
first time. 

I: uju'rti <i kmin «umc player, you'll find there's 
so much on offer at the show - you're guaranteed a 
real treat! 



DON'T MISS IT 



So for a greal day out - whether you want to see 
what the future holds for Atari computer users, 
take advantage of the bargains on offer or get 
advice on specific applications - the Atari Com- 
puter Show is the place to yo. 

And if you send in the coupon now, you'll save 
£1 off the price of a single ticket! 

SPECIAL OFFER 

For the first time we arc now offering a family 
ticket for just £11, allowing entry for two adults 
and two children. So you can save up to £6 oft" the 
usual entry price! 

to To Gef Mere 

Alexandra Palace is so easy to get to by car, 
rail, underground or bus. II "has its own Briti&h 
Rail station, fust nine minutes away from 
King's Cross, and there's a free bus service 
shuttling between station and show every 10 
mi notes. 

If you 're tra veiling by road, the sho w is only 
15 minutes away from function 25 on the M25. 
Car parking is hoe. 



DATABASE EXHIBITIONS 



Name 

Address. 



, Postcode. 



PHONE ORDERS: RING Show Hotiine: 051-357 2961 
PftESTEL ORDERS: K£V '89, THEN B1456BH 
MICHOUNK/TiLECOM GDID ORDERS: 72:MAGM1 

W&ase quote cretrtr csfd number and Ml address 



A711 



GAMES THEY 
NEVER RELEASED 

Kirk Ruebottom searches through the American archives 
to discover some games you may never have heard of 



Atari 8-bit owners., for the most part, 
do not have a wide selection of 
new software to choose from. The 
British market caters almost exclusively for 
the Commodore, ST, Spectrum and Am- 
strod machines and we tend to find oursel- 
ves neglected along with B.B.C and MSX 
owners. Sometimes titles for the XL/XE are 
announced by software houses and never 
delivered. With the launch and re-launch 
of the 65XB and 130XE respectively, soft- 
ware availability could and should 
improve. 

Five years ago things were different. Some 
Atari owners may remember when many 
new titles were being released for their 
800 's. Many of these gomes came from the 
likes of Datasoft, Synapse, Atari, Brode- 
rbund and Electronic Arts. Of course we 
paid through the nose for these American 
imports, but they were 'state of the urt' in 
1983 and many of them still stand up well 
today, 

W Ltn iji. k u I so II w u k n ow be re i rn i r i cj h a rd 
to find readers may be interested to hear 
about games which were never officially 
released in the U.K. All of the titles below 
saw the light of day in America but due to 
such things as licensing problems, apathy 
on the part of distributors and the big 
re-shuffle at Atari in 1984., were never 
made available to British users except on 
limited import. 

Some are classics, some are not. The ma- 
jority of the games are from the 1983-4 
period, but most have not dated in any 
way, A few are of more recent origin, Sug- 
gestions on how to obtain them are given 
at the end of this article. 

First off the list is a gome from Brode- 
rbund called Karateka. I remember shell- 
ing out twenty' five pounds for an impor- 
ted version of this a couple of years ugo r 
thinking it was worth every penny. Super- 
smooth animation and great gameplay 
make it the best beat em up' ever on the 
Atari (and that includes Archer McClean's 
Inter national Karate). I he Neverending 
Story from Datasoft also contains some 
nice graphics. This adventure may have a 
weak parser and trite sloryline, but the 
pictures make up for this. There is also 
st) me excellent music from maestro Gary 
{'Alternate Reality') Gilbertsom 

It Is surprising how many of the little-seen 
Atari games were actually released in Bri- 
tain for the Commodore 64, usually on the 



O W N I T R 



UMiVERSE 
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Some of the early American adverts 
for software now long gone 

U.S. Gold label A case in point is Pitstop 
2. The Atari version of this classic grand 
prix racing gome is every bit us good as its 
Commodore counterpart, but Epyx and 
U.S. Gold did not see fit to release it over 
here. 

A similar fate befell Rainbow Walker 
and St rails of Ahadon {Synapse and Ac- 
cess Software titles respectively). The for- 
mer, programmed by Atari veteran Steve 
Coleman is a wildly colourful variation on 



the J Q-Bert' theme, but with more depth 
and features in its gamer? lay. The latter, a 
'Pacman' variant in forced perspective 3-D 
featured four way scrolling and good 
graphics, Stealth, another one-time popu- 
lar game on the '64 was also written for 
the Atari. Can anyone tell me why the 
Atari version of ilus classic 3-D 'shoot em 
up' was not released in Britain at the same 
time as the J 64 version? 
Software Automatic Mouth or S*A*M. 
(as far as I know an Atari-only product) is 
G speech synthesiser supplied on disk. This 
little corker, originally released back in '82 
was way ahead of its time. You'd be hard 
pressed to find better speech quality on 
anything released since and that includes 
hardware add-on speech synths. 
Activision r or Mediagenic as they are now 
known, also has a few Atari games which 
are U.S. only. One of these is Master of 
the Lamps in which you steer a man on 
a magic carpet through winding and dip- 
ping tunnels. Your view of the game is 
from behind the carpel, so there are some 
startling graphic effects in this one. 
Universe by little -known software house 
Omnitrend cost around seventy or eighty 
pounds on import about four years ago' 
This multi-disk space extravaganza re- 
mains one of the most mysterious and 
elusive pieces of Atari software ever. 
Mask of the Sun, a particularly atmos- 
pheric graphic adventure was once avail- 
able In some shops on import. This Indi- 
ana Jones-type escapade, set in Mexico, 
has you searching pyramids, travelling in 
a jeep and negotiating some really in- 
genious traps and puzzles. With U.S. Gold 
recently acquiring Brodcrbund's back cata- 
logue 1 had hoped that this classic game 
would make a re-appearance. What 
chance U.S. Gold? 

Another game which 1 paid a fair amount 
of money for several years ago is Ali 
Raba and the 40 Thieves from Quality 
Software (who?)- It's an old game, one of 
those requiring a Translator disk to work 
on XL/XE's, but it remains a terrific little 
role playing basher. Similar in format to 
the 'Apshai' trilogy and the 'Warriors of 
Ras' games, but with nicer graphics and 
music, this one is worth hunting down. If 
you have an Atari 800 und enough joys- 
ticks, four people can play it at the same 
time! 

Alongside you'll find a rundown of some 
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DISK 
BONUS 



A SELECTION OF AMERICAN GAMES 
THAT WERE ONLY AVAILABLE ON IMPORT 



Adventure Writer - a text adventure 
writing .system. Atari 1984. Andromeda 
- a scrolling arcade gome. Cebelti Soft- 
ware 1982 

Blue Print - a platform game, which 
was a hit in the arcades. CBS 198 J. 
Cest 3a Vie - an "avoid the nasties' 
game, set in a maze, with your objective 
to make money. Adventure International 
1983. 

Chessmaster 2000 - a comprehensive 
chess program with many features, in- 
cluding a 3-D view of the board. Electro* 
nic Arts 1986. 

Clipper - a strategy game of sailing 
round the horn. Program Design Incorpo- 
rated 1983. 

Countdown ■ a problem solving arcade 
adventure, set in a nuclear missile base. 
Synapse Software 1982 - 
Crystal Castles ■ a version of the popu- 
lar arcade game. Atari 1984. 
Dragon Riders of Pern - a strategy 
game, with arcade elements. F.pyx 1983. 
Earth. Views * an educational piece or 
software, with thousands of maps of the 
earth at the press of a few keys. Anik 
Catalog 1984. 

Final Flight - a flight simulator. 
MM.C. Software 1983. 
Gremlins - an arcade game of hack 
and thrust. Atari 1984. 
Guardian of the Corn - an arcade 
game with elements of Tuonan' and 
'Gridrunner'. Inhome Software 1982. 
Hal ley Project - guide your space- 
ship on a journey round the solar 
system. Mindscope 1985. 
Infiltrator - a flight simulator 
with arcade adventure sequ- 
ences, Mindscope 1987. 



other American titles which never made it 
to these .shores, together with their original 
publishers and year of release. 

Thus is by no means an exhaustive list. 
Look through back issues of American 
Atari magazines Antic and Analog and 
you are bound to see more. 

There are a number of ways you might be 
able to acquire some of these rare titles. 
One route, and probably the best, is to 
enlist the help of a computer shop or mail 
order firm which has an American branch., 
or will import titles for you. The addresses 
of one firm which might (the keyword 
being might ) be able to help in this re- 
spect is Ladbroke Computing Internation- 
al. 33- Ormskirk Road, Preston, I. ones, PR1 
2QP. Computerhouse, who udverrtise regu- 
larly with Page 6 have also recently impor- 
ted a number of American titles and you 
might just find one or two of these titles 
among them. 



Journey to the Planets a puzzle- 
solving arcade adventure. /.V, Software 
1982. 

Jupiter Mission - a multi-stage space 
arcade adventure. Avahn Hill 1983, 
Lords of Conquest - a 'Risk '-like game 
of land grabbing and conquest. llectro- 
nic Arts 1986. 

M.Y. Chess 2 < another computer chess 
game with a 3-0 option. Dutamost 1984. 
Miniature Golf - a 't. rozy golf game. 
Xlent Software 1986. 

Past finder - a thinking man's 'shoot 
em up r . Activision 1985. 
Pharaoh's Pyramid - a 'Q-Bcrt' in- 
spired platform game. Master Control 
Software 1983. 

Powerstar • probably the only graphic 
adventure available on cartridge. Pan- 
dora Software 1986 

Quest of the Spare Beagle - the se- 
quel to |upiter Mission. Avalon Hill 1984. 
Sands of Lgypt ■ a 'lass in the desert' 
graphic adventure. Datasofi 1982. 
Satan's Hollow - a spooky 'shoot em 
up', CBS 1982. 

Serpent's Star - the sequel to Mask of 
the Sun. Broderhund 1984. 
Stone of Sisyphus - a fantasy role- 
piayinq graphic adventure. Advenlun> In- 
ternational lj}83- 

Ultima 1 - the first instalment of the 
awurd winning fantasy role playing 
series. Origin 198?. 

Ultima 2 - higgcT and better - you even 
get to travel in space. Sierra On- Line 
1983. 

Wavy Navy - a 'shoot em up featuring 
waves of planes and helicopters. SiriUS 
Software 1983. 

Whistler's Brother - a large disk- 
based platform yume. Bwderbund 1984. 



You could enquire directly to the software 
companies involved but bear in mind that 
some of them are no longer in business. 
Replying to classifieds might also yield re- 
sults, as some people could have acquired 
these games a few years ago, when it was 
just possible to pick up imported Atari 
software, Another avenue would be to con- 
tact some User Groups in the U.S.A. or 
perhaps one of the people in past CON- 
TACT columns who advertise for Pen Pals 
to see if they can find out whether these 
gomes are still available. If you do find 
sources for any of these games drop us a 
line so that we can tell other users about 
it. 

Finally, I hope that someone at U.S. Gold 
(so often the boon and the bane of Atari 
users) or another software house with 
Atari interests is reading this. Could YOU 
acquire the licenses to release these games 
in the U.K.? . 



GALACTIC 
CRESTA 

by B. Wheaton 



A 100% machine 
code all action blast 
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We are proud to present as the 
FREE BONUS on this issue's disk 
another 100% machine code 
program that was previously a 
commercial release! Galactic 
Crest a is a vertically scrolling 
shoot 'em up with hundreds of 
alien ships attacking you at a 
fast and furious pace. Similar to 
the arcade game Galaxians, 
these evil aliens swirl and dodge 
at ever increasing pace as you try 
to blast 'em. 

It's fast, it r s furious f it's fun. 
You'll have to be quick on the 
trigger to survive! 



Galactic Cresta is the BONUS on 
the Issue 38 disk, which also con- 
tains all the other programs from 
this issue to save you hours of 
typing. The disk is just £235 and 
is available from PAGE 6 y P.O. 
Box S4 f Stafford, ST 16 1 DR. fust 
send a cheque or Postal Order 
with a written order or use the 
order form elsewhere in this issue. 
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XL/XE TYPE-IN 



MCQ- 




The Ultimate Examiner 



TlTtE-TRIflL QUIZ 



QUE5TION ^ Did the 

these books? 



aiGoest - ordinary People 



b)Toistoy 



c 3 l>oyg las - Valley of the 

DO 1 1 S : : v • • 

diMayes - Midnight Express 
ei Wheat ley - The Excorcist 




anna Karanin 



D-SftVE | P-i-OftP 1 MASK 1 RESTART | | HE«=t | LA5T 



TfRHIHAl t j Pf UIFW 0/6 



USUI 



6W5WER5HEET 



David Rawlings presents a flexible examination 
or quiz program complete with question maker 
suitable for all Atari 8 bit machines with disk drive 



Computers hove been used on many occasions for teaching 
purposes. There are many examples of programs available for 
this purpose but very little on examinations. This program was 
designed to serve as either a simple 'test your kids quiz J or as a 
formal examination tool h and comes complete with a question 
editor. The program is also bulging with useful features and is 
easy to use. 

The program allows the setting up of question files using a 
specially devised question editor. The format used is that of 
many British Universities and consists of a main statement 
referred to as a 'stem' and following this five statements called 
'items' which refer to the stem, each of which may be either true 
or false. The examination is marked on a +1 for a correct answer 
and -1 for a wrong answer. No points are given for a question 
not attempted. Whilst it may appear cruel to subtract marks for 
a wrong answer, it would otherwise be possible for a less than 
educated monkey to get 50% on average! 

FEATURES 

The system is designed to operate in two modes. On running the 
program the operator is presented with the phrase "Full use of 
functions?". Selecting 'N' to this enters the 'formal' mode where 
the program works as a formal examination tool with the user 
only able to select questions, respond appropriately and view the 



'answersheet' which is a record of all questions answered so far. 
In order to enter the 'formal' mode the operator types in a three 
letter password when requested. At the end of the examination 
or at any time before this it is possible to convert to the 'infor- 
mal' mode with full functions available by pressing SELECT and 
re-entering the password. Once the exam has started all selec- 
tions are made using the joystick which works similarly to a 
'mouse' and moves an arrow on the screen. Moving this over the 
true or false selectors or the function boxes at the bottom of the 
screen and pressing the joystick button allows all choices to be 
made. 

The choices available are 

NEXT - The computer passes to the next question. Twenty 
questions per test are allowed and this option will cycle back to 
question 1 after question 20. 
LAST - Selects the previous question. 

ANSWERSHEET - Selecting this option will demonstrate all re- 
spouses to all questions already attempted. It is easy to see how 
many have been attempted in an effort to achieve success in the 
exam. Simply repressing the joystick button returns the computer 
to the question previously attempted. Alternatively it is possible 
to move the joystick to any other question before pressing the 
button to return to any question of your choice. 



26 New Atari User - 1***** 38 



WO 


A 


REM WHHKMHHHMMHHMMitMHimMKHMMH«HMMM 




MO 


2 


REM * ffCGTEST * 




ML 


3 


BEN * D MULTIPLE CHOICE QUIZ * 




CD 


4 


REM * by David* Rawl ings * 




FU 


5 


REM * [Listing i) * 




5S 


b 


REM * » 




KD 


7 


REM « page 6 magazine - England » 




HU 


0 


REM MKKHUMHWHHWHBWIMIWttlf W H WW if H HHUH W 




MO 


9 


REM 




JE 


1U 


rem ^ 1 f wmr-vi wt:m(1 < **i 




BC 


12 


REfl 




fJH 


20 


GRAPHICS 10 




VF 


3B 


POSITION S, 2 i ? tt6j" f3aG5 6 




Kfl 


40 


POSITION 6 t 4i? »6; "Pr{$5«EY e^- 




Ytl 


so 


POSITIOH 6,6:? »6; "l«^-tfSt M 




FD 


«6 


If PflS^-1 THEN 140 




HO 


?e 


P706-PFFK C7BS3 : P/99-Ptt* £709) : P/10 






PEEK C 7 10) : P7J 1-pfFK (7113 




oz 


100 FOR 1 = 1 TO 40 : F Oft J-70A TO 711:POK 




E 


J , RMO <03«255 : ME XT JtltEXT I 




HF 


110 PUR E 7B& , P7Bfi : POKE 709 , P 70? r POKE 
la.p/iaiPOKt 711, P7H. 


? 


FH 


120 PA55 = P*155 + l : IF P AbS> 1 THEN 208 






ISO GRAPHICS 2:POKE 719,8: POKE 75Z , 1 : 
OTO 30 




in 


140 ? '* by David Rawlings" 




EC 


15fl ? •* 1989" 




L6 


26 


0 flUN "01 ; MCflTE^T ►2" 





The three options above are all that is required to perform an 
exam and is all that is permitted in the 'formar mode. Several 
other features are available in 'informal' mode including: 

MARK ■ The computer whizzes through all your answers and 
marks them appropriately. The final score is then displayed on 
the screen. 

REVIEW Q/A - This option allows the user to review all the 
questions, see how they were attempted and dtskern the correct 
answers which will slide in magically from the right side of the 
screen, Pressing the joystick button will advance through the 
review. Pressing SELECT at any time will exit this mode without 
going through all 20 questions, 

D-SAVE - An interesting feature. In the middle of an 'informal' 
test it is possible to save all question responses so far onto disk 
tor continual ion later. 

D-LOAD - Tins loads the file made above and continues the quiz 
at the question last selected. The lime on the clock is also reset to 
its previous value. Obviously it is necessary to have the correct 
question file already in the computer. 

RESTART - completely restarts the program. Do not select this 

option unless you are sure you want to. 

TERMINATE - Ends the program and returns to BASIC. 

EDIT - Allows the user to set up question files or edit any files on 

disk. Any file presently in memory will be lost and will require to 

be reloaded from disk if this Tile is to be edited. 

TYPING IN THE PROGRAM 

All three parts of the program should not be RUN until checked 
and saved to disk. Type in Listing 1 and SAVE as D:MCQJTEST.l. 
For best effect set up an AUTORUN.SYS file from DOS 2.5 or 
elsewhere to autorun this program. 

Type m listing 2. This is the main pari of the prog torn and must 
be saved as MCQTEST.2. 

Type in Listing 3. This Is the question editor which is called up 
when required. Save as MCQTEST.3. 

Listing 4 is simply url example ol 20 general knowledge ques- 
tions. It can be seen that the standard of the test is up to the user 
and can be anything from simple word or English tests to 
University level exams. Use the question editor to enter this test 
or set up your own exams for your kids, your friends or your 
school pupils or students. 

USING THE PROGRAM 

As mentioned earlier it is beneficial to set up an AUTORUN.SYS 
Basic file to automatically run MCQTL5T.1 on switching on. 
Alternatively type RUN H Dl:MCQTEST.i" and the program will 
load. As already mentioned the first choice on running the 
program is to select full or limited function use depending on a 
"formal r or informal' exam. Next you are prompted to enter the 
name of a question file previously created by the editor and 
resident on disk. This should be in the form of 
D1:F1LENAME.EXT. The computer will respond to any file load- 
ing problem. The arrow appears in its little box in the corner, the 
file is loaded and pressing START will begin the exam and start 
the clock. 

Choose your answers as 'true' or 'false' by placing the arrow on 
T or F and pressing the button. Moving the arrow to NEXT will 
allow you to proceed to the next question, The exam stops when 
the preset time limit expires or the operator chooses to stop. 

On the prompt to enter a file on start up it is possible to type 
EDIT as an alternative and the question editor is loaded without 
commencing a test, 

USING THE QUESTION EDITOR 

The program is fairly self explanatory. Type N to create a new 
file, A to add or alter a previous file on disk. All options are 



Listing 1 above 

other listings overleaf 

explained and whole questions or just parts of questions can be 
typed in. On the prompt to enter text use the keyboard with 
normal spacing, Try to keep the text as short as possible and the 
computer will fit the words into the grid. If it cannot you will 
be informed und you can reenter the text in a shortened form 
or with a hyphen inserted in a long word which the computer 
will try and split onto two lines. The five responses required to 
the five 'items' are entered as 'TFTFT' (or whatever) when 
prompted, 

Once all editing has been completed select \S' lo save to disk, 
You are the prompted to enter the quiz name which will appear 
at the top of the screen when it is run. Following this enter the 
Lime limit and then the filename for storage on the disk r again 
in the form "Dl :FILENAME.EXT". 

SECURITY 

Do not repeat do not, press SYSTEM RESET. This will reboot the 
whole system. Use TERMINATE to get out of the program. In the 
'formar mode it is impossible to stop the program and peek 
inside for clues although again do not press SYSTEM RESET. The 
use of a password set by the examiner will prevent a keen 
student breaking into the 'informal mode'. Do not forget the 
password or it becomes impossible to murk the test. 

So there we go. Full of interesting features, this program is still 
very easy to use as an examination tool and would be ideal for 
schools or colleges. The use of a joystick 'mouse simulator' 
should persuade the most keyboard fearing student to attempt 
a computer controlled test. Alternative tests can be set up for 
students to run informally and mark themselves in preparation 
for a real examination. The facilities are all here so stall typing 
in your questions and setting up your examination hies and put 
your family, friends or students lo work! 
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HF 4-79 OUESTbAT* tl3 =" RUESrDA!* EB745P =" 

« : que: s toa ft £ 2 > =auc s Tea I i 

OF % 35 QUE 5 TBA T S C* »64 j 676S3 i" p* 1 ' 

SL 14* T "FiTFB : - □ HEH DUESTIQM SET",? 

0 AbOvALTER OLD S£I" 
ft 136 INPUT l»S 

MK tan If H*<>"A" AMD NS 0»H» T HE M 14* 
MM 174 IF Nt="fl" THEN TjOSUP POP 

RE iff flEM 

OR IB* mem qUESTTON LOOP 
e>h lie &osu* 19** ■■ EntRr lUKtion ci-z 
e) to writr/rdit":"' "ar enter * to !9n 

T ■ nui" 

PP 210 TRAP V<m«:TNPUI QUEST: QUE 3 T - I H T E (3 U 

E*T) STRAP 40000 
HK Z3B IT OUE 1 T J l B DR 0UE3O29 THEN 216 
PO 246 IF OUEST-B THEN (jBB 

SO 256 CRAPHICS e : GOSUB lee-it- GUMJB r«tnt a. 

OSUO 76** 
AC Z7B EiOSUO 14J4:OOSuP lOAA 
HH SOB CO TO ZOO 
SO EBB HEN NAME FILE 

IZ «i* GRAPHICS bicbsub leee 
EP £14 " "Entir S - Sjye file te diSC"(7 
f - rnniiiuit editing": 7 " 

p - output rile to ^mtir" 
Ufi bis i " b - Return to main prosrj 

I*"' 

BS PJP TKPtFT Mi : IF BiO"5" ANO H4i>"R" AH 

D NS<VC" OUP *££)"&" THE* 614 
JI 617 ir M»L"C" THEH 2 IP 

uy bib ir P4^"R" THE* *ae 
*p on ir w5n-r>" tium ^oftft 

Till 626 r Oi I T I OH 3,6; 7 "PFfStfit titl* hfJd 
pr- 11 

TV fcjB P9VTTT0H QUE STDAT4 *00B4 , Of 9-i 

> J 

TB Ei 4 B 7 :7 "Do you wifiT to ynlr/chjngi 
hf idtr?"; ? ■■ Enter ¥ or R" 

X7 h fi fi INPUT NS : IF N$ C>"Y" AHO HS <? "N" TH 

eh 64* 

us nee ir h*="H" THEN 69* 1 
ro 6 7 b ? "Enter na**e- (»a!( TP ch*r = j ": inp- 
ut BAMEi : FOB I ~ L E N t N A HE 9-1+1 TO sjiimoi-ih 
9(1, 1)=" " 
HH b/S OWES IPflT? (CBflJ r fllB3J-N*HCS 
JH bbH 7 if " TINf S FT™" ; A'jC (DUE STPftT i 

41 1 i «hr* , " i A4t ? AUE ^TU0TSCB9BSJIi Bj 5 " 

*fv t^o t j? "Do you w*n t te set^aiter tih 

E LIHTT"! 7 "Y or H";INPU» Hi : TF *Sr ll" 
THEH 7SO 

VM '99 ■' "t(*T*r t >***» in hrs.HLtl rg 1 , 3«" 

; INPUT VI ,VI 
DS 71B QUE i TD-A T S C Q ^04 ■ D j04 3 — £ HR S < U I J :0UF^ 

t lift t £ tn-ws , atom - c hp. i tvli 

PM ",'H WfH 

ra* Ht« coptHir to ^torace device 

TK 76B "ENTER T 1 L t F*» ^TflHOCE'TINP 

UT N ft HL '/ 

P^ 77ft TRAP aiBB:CLO'jt HI ;OPtH Bl.B,H,NbN 

F5:PB1NT tt 1 , flilC '> T f>n T S ! 1 1 , « S 01. > U L U O 

llTRtlP 4HHIIII 
^■il: i hop 7Liiu: . ■> : q "floturn to nj ■ n 

|»V9r«H t V ^ HI " ; ; LHPil X *5:IF HS.i"Y" THE 

N RUN "Dl ItfCOTEST , Z" 
VJ ".i RUN 

nr' isitti ? "En<E.r n q-mf of file pi : til 

ENS ME .EKI" 
816 INPUT hdMF* 
TC BZfl H A H ( ' "Hl-Mh hFJt -* h[lP J HVIlft J kl rf i** 71 ! |£4) 3 J E W 

Ui" 

k,' h.io mm' vu'bni : i:l (i '.£ rti uPtN m . * . it .man 

ti :0 U',H !lDH(Ha*it r ADR CQUfiTPflT 4? J ;tlU 

^E HI ; TRAP 
RB &4D REM 
7Q 05O RETURH 

9?? PfW PF TURN HI T HDUT ^ftVlJH 
OCj T99 • "Are you 5Ur»' . Anv f ■ l» hcin-q " 

r * "edited and not «■ i i b* io*i" 

U'i 11B TNPUf Nt:ir H$i>"Y-- r«fH y ] ih 
NU TUAP 2100:RUH "P 1 ; MC P T E ^ I . 7 " 

H: lilllH k K PI RllUTTNF I OP AHALY>IHb IHPU1 

nq ibzb r "t<*T+r : H hi»injpr fjH^ rvtrt qut 
'Mittrt 11 ;' 1 " 11 vhuir 1^1 in'.wi' '. >! 

jpp"; l«eu I At r « t>t f K (APR tWt t 1 
IH HtJl ]r g ^^ OR u ^^ nn u t. r vm v 1. \\ A 



■; i QQT D 3bt»B 
CPEEH ( jt HLLH t 



tr ipsa £r Hr>i£i34 then so^ub iiBaeicosuo 

4 ItIO j GDI B ZVBBIftEMj RCVIE^H Ufa 
SA 20E-B IF HPK1S4 THE N Gu'jUB J.J.B9B CG0M1I 
4 *)ta : GOT a 2 EOO I RE M EOXT 
2*?* IF HPK291 THEH SO SUB 97BB cGOTO a 
SOB : RCtf GB^UB ANTHER SHEET 
LL ZOBB COTO 2»BB ; REH HO CHOICE 
Y* 21 »t If VPICIS* THEN 2««* 

SU 71BS IF «Pli7fl THEH GQSU9 11680 : CiD^UB 
1VP9;«0T0 ?5*Bt«FM BSAVE 

sri zno if npKibe- then eaiu* iiHta ; tfl^OP 
iibb:Coto isbb :ftEH pLOAA 

HJ 21ZO IT MPK128 THEH GOSUD IlUAB i GOSUH 

4919; GOTO :1EH MARK 

MM 211* TF Hpi^tGG THEH GOSUB 1 1 DO(] : C 0 <j U 11 

»«**fG.CT4 ?sa*:REH REST PUT 
JH 2149 XI- HPKlOZ IMf.N C0^U9 4 79*: GOTO 2 

SSOlREH N L k r 
7f 2 1 SB GOSUB 4 7Se;GOTB ZSOOiREH LA t T 
HK 25AB GOTO 2BSO 
L£ «■♦» HEH T^F ROUTT, HE 
YE S7*B 5UB0UE 5 = IHT f f UP1 -4G1 / 1 5 . B » 
IL 371 B IF HPK13B UltH VLUS="T" 
LH I72B If HP1>-1)9 THEN Wl.U$-"F" 
T M I7TO IF VLUf="T" THEH IF I$*CCRC5CRCCH ( 

ai * 3 1, 3 * f 5UBOUE 5 "OOJ 3 I - 9Z THEH POS ITIOH 
a 7+ (SUflOUES»21 : 7 " M " : : B1STO 3BB9 
OF 7.7-ifi IF UL.U*~"T H THEH IF f PEEK f 5 CAttH ( 

Hi t^Ji3+ C4iJ*0UE%«fl91 *»-lB» THEH POSIT IO 

H J2 F 7*l%UhOUE4W2l ;T " T "s. lCQTP SBaa 
HH 3 740 ir \)LU9-"f" THEH IF {REEK fSCREENC 

B3 i3i?« Cjumiut^g^i j =-iia then position 

39, 7+t SUBDUES*23 : 7 "HH' 

KJ J79* IF WLU#="F" THEH IF 

|]+Iir+fSUIAliES*e*))l=lGG THEN POST TIO 
N JO , 7* ( j UtJflUt J I ? " F »;:CQTO 3SBB 

SH 7,9BB HEH HARK UP AHSHEH^HEET 

VP 399-S PEACE -DUES TKS4S1JBOUES 

SI 3 019 IF PEEK CSCAEEHtB) t^UBfiUC>*BB 
) ) =19* AMD PEEK ESCREEN Eai 4 3171 OUOPUE^i 
KBBJJ-39 THEH H*$ (PLACE .PLACES -"¥" 

HC 3BZB ir FttH (1CHEEH**! ♦343+ tSUBQUESHec 
1 I — SZ ANA PEEK CHECH <*1 +31?+ ISUBQUESW 
S03 ) -1GB THEH A N9 EPLAtE , #LACE 1 = "F ,J 

P* 391* IF PEEK ESCREEN £03 +313* {^UBflUE^KBO 
3 1332 AHA PEEK IKHEEH C*l ♦ 3 17* CSliB U11E5" 
S+lJJ-j* THEN AH5 tf \ fl-CE j PLACE J s" ■■ 

IH 3D4B If PCEKt3CRECH(*»+313*(SUBeUE^i«iBB 
J ) =lSe AHD PEEK 1 1CBE EN (B> +3 17 * C5U90U E "j 
"BOl "3 "166 THEH GBSLH9 Jl£i 

HP 3949 BEH UPDATE SCOREBOARP BEFORE HtTU 
AH 

YF IBSfl FOR I=B TO 4 

ZP 3BGS Y-16B* t EBUEST - 1J ^43*0*4 ( tUUE^f-ll 

/4k 1 - IH T E EaUEST"J.3^4) J «4« 1 70 +'4B*1 
EH 39GB IF A N i (HUE ST *E 1 I , DUE ST »5 * I J - " 3 " I 

HEN: POfcC ADRE BJ3ARb-f-3 * V ,SZ 
WL 597* IF AH* (dUE ST*&+ 1 j. 43UESTHS *II-'T" I 

HE H PtJirt Al>RCI99Rbf3+V,3B 
H.r 3«7^ IF AH*Cd«E5T"B+I r AUEST»S*IJ- - " T 

HEH POKE APR EBD ARPS-3 tY , M 
CI IBdS HEKT I 
dT J^Pfl MFTIJPH 

RG J*l5 flEtt SUBRPUTIHE TO COMPLETE LIHE J 
C4B 

riu 192 B POSITION 42 , V* (luBOtJE i : t " T I 

F " ; 3 AN9 EPLBC-E ,-PLACE ) ~ " " ; RETURH 
Jfl 39*1 PEH 
RE J*»* GBT9 3>*9* 

HP 4B9Q REM 5 E T UP BOAflS P0IHTER6 AH9 IHI 
TT.ALIZE 

PU 4B1* MM BO/AAO? C9GB) P TEFT4 f RB) .VLU5 (1 J 
,flH| (195) r RAHS El BE 1 j TRUE i [ 1 6 J , T AL4> f 1 B 1 
. REUS (9ii SCREEN £13 3 SFJKEEH— 1 

PM 4913 AHS il*5, IBS) =» " 

JC 4 92* AESTPRE SAAB: FOR I=B TB llsAEAP T 
E MP f r BOARP9 ( I^*4* + l . <I*) J =TF«Pfi ; HEM 

T I 

DC 403B DLI S-T =PEEK (3GB3 +256*+*ttl! (!j61 J 

ML 4B4B SCREEN £S) =PEEK(B9) * Zbb*PEtH t&93 i S 

CR*L9=AEEK (BB) ! SCflBHX-PEEH (B73 
CH 4*5* *►<: PF FN (t) ~AbR (BOA HO f J : 3CR1MI-IHT [ 

jCHELN (1) f Z ibt ; 4C91L 9= < ( *CREE H t 1 1 / 2 563 

-3CNl«lJ'*Zt>-t 

pi 4BtK> aut>T=l 

XD 41 BB POKE PL I S T *4 . SCRBt 0 : POKE bLIST+EJj 

1CRBHI 
AH 41 IB RETURH 
CO 4146 REM REV I E H 0 / A 
I* 4(56 RFH 

fn 416* »A*£zpl t+4p7:F0R H-l TB ZBiPUE'al 

^lI;(iO^Uff /frPfr 
MU 4±6S HEM PUT CORRECT AN SHE H ON Ptt-GftAP 

HICS 

Yl 417* FOR J-R TO 4 

B+t 419P IF R*H»(II»5*J r IHI5* J)="T" THEN R 
EST ORE 42rB;fOP tiZt 10 I6:PF4D klPOlfF 
BRltt J*lb*B,,KtHtPfl K 

HC 41*9 If RAHStlJN**J.lJINfl*Jl-"F" THEN P 
E*fOftC 42«*:f4R fc=l TO 1 6 : READ K:POKE 



BASE* J"1S*K , N :HEKT K 
FH 4 Zee HEN T J 

CjH 4205 FOR I~7 TO IS STEP Z;POlXTl0H 12, 

IS? " "15P0SJTIOH 34 , I [ ? " | "J^PElilTI 

ON 19,1 i* " "t tttEKT I 
HC 4397 FOR JJ>Stt* 1* 3,90 STEP -l:POKE H2 

j J J : NF.HT JJ 
JL 421* POSXTIPN J2,*lT "PUS M 9UTTdR"JjfO 

R 14=1 TO ZB : HEKf W PUlI T I ON 22,9(7 "PU 

sh rrnrrarr -vraH h=i to ?*; aeht h 

CM 4715 IF PEEK £5127?) =S THEH 12-21 ;9UE^T 

=*^t«SU« 760p ItflTQ 42 JO 
r<I 422* If iTAIC (0) =1 THEH 42 IB 
GV 42JB P9SITI0H 22,*;? " "i.ro 

R JJ=1BB to 22B:PBKE JW/JJtHCK? JJ 
HK 4235 NEW T XX;PCJMIIOH tt,»;l 'HainWMii: 

nndi:! * 1 -.ran h=i tb 209 -. nek r »*: position 

22,6:" " 

BH 4346 HP 1 - 1 9 B L VP 1=1 3 <□ 1 P Q K L H 1 ., «Pl ! P-tf^R 

(15IP. VflP 
AV 4239 RETURN 

FJ 4 3 7S DATA B , 9 r A , O .. 6 . B , B , 2 2 * r 2 24 , 64 , 0 4 . 

64,64,94,*.* 
IP) 420* DATA P.R.R,a,B J .B J B,7,7,4 > 7 J 7 > 4 < 4. 

O.B 
KO 42T5 HEPI 

SE 4166 REM SET UP 0UE^TI9H3 

NH 43 16 DIM OUESTPAV5 <0t 4S1 , AHSHEHt £200] , 
HAH $ KXtttR 

LF 43SO BUESTDAT9 EL3 -" " i Q_€iTPAT5 <0^R5) T 
11 11 ; OUESTOAT* E21 =OUESTDAT^ ! AH9C1> =" **l 
MrtdlHs" " C RH S £23 ~ AKt 

bh 4 36* rtAWSz^SJt+hdOEJ h(}o J 3\CjB > £rrO« J 'asai J l 

CP 4376 TRAP 12599 :CL03C itl : OPEH 

A HE f ■ A^USH (AAR EHAH3) , ADR lAUESTPAT$) ) '- C 

LPSE HUT RAP 4Bflae 
MM 4376 SFCSFT-ASC EOUESTDATS £D504, fl JB4) ) » 

36*0 +A5C CPUESTBRTt 1S9PB, BMBJ )"6B 
Xf 434* P06ITIPN 6,*lT OUE5TAAT* EBBB4, B»B 

33 

HR 4366 PDj IT XOH 6,1:7 "*H»X-"| **C CaUETJTP 
AT 5 ( D 764 J 1 J "Wf 3 , '■ 1 94 C tRUt S I9A YS (99*51 1 
j "Bins) 11 

HO 419* POSITJBH ».ia:» "prus ST ART" f cfa 
9 M=l TO 1*: HEKT MePQSITTPN B„llc7 "pr 
^ii-HTjTM" tfOR H=l TO 1* [HEKT H 

EP 4466 IF PEEK<33279><>6 THEH 439 B 

AK 4416 FOR 1=1 T6 Z6 ; BANS (1*3 . 1*3*4) -MUt 
9TPAT i f 1*423+4 1 7 r 1*4 2 3 + 4 Z 1 3 : HE HT I 

UH 442B OUE5T-A [GOSUB 7B B B t QUE 5T=1 1 GOSUB 
7GBB 3 POKE IB jtl PBK E 13,6 r POKE 26,33 

AH 4999 RETURN 

IH 49*1 REH 

bZ 491* REH HACK ROUTIHE 

EG 4224 POKE 4LI3T+4. 3CR11.9 ;POKE PLTST+E, 

SCR 1+1 1 r COR= 6 : HRO -COR ; Z.ER -DOR 
MT 4S3A FOR I=B TO W 2 POKE A DR (BOARDS P +1* 

7 + 4B*( £ EI/2B) INT (I/ZOJ ) «20) *B«IN ! EI^Z 

B) , PEEK (ADR (AAH43 +T»4J I IB 
UE 4515 IF AHS ( I +9 ■ I * -3i " THEH Z ER= ZER • 

H64T4 436* 
JH 434* IF AHSM+S-I+flJ-RAHttlT+Erfl + EJ THE 

H C£jRzCO«4i : SOUNb i , 1 6 .. .1 6 p I : F p H H±l TO 
1B:HEHI h: wmo I , H , H , i> 
L K 433* If AH3 (I * 5 . 1+61 <> RAH* « I +5 r 1 45 ) IN 

EN HRO- Mfl 0 * I rSOUHS lr25* r l*,SlF0R Hrp 

TO IB: NEWT HI SRUBD 1.4,0,* 
JP 45GB REM 
FN 4676 NEHT I 

RH 454* FOR H=i TO 266: NEHT H : POKE PL 1ST * 

4 f 6CPPL 0 - POKE bLIST + E r SCRBHX 
OT 45*4 fl=9UEST:0«ESTrB:a6SUB 7BBB l DUEST- 

i:P0SITID« 11 , 71 1 "tHSIJEB" 
JE 4PP9 POSITION 14, V7 "CORRECT " ; CDR :PB 

jIHUH l*,ll:T "NHOHS "; MAO [POSITION 
LP, 13 (7 "BLANK "l£CR 
Cf 46 IS POSITION lfljli^ -"P'INAL Sr.uwt "iC 

OR-HAO 

LB 4b2b PDSITIBH 1 B . 1 7 t 7 " 

IK 4646 REM 

CH 465* HP 1 = J.S8 : VP 1 7 1 3 B : POKE Mi , HP1 I A=EtSH 

(tparp.vpn 

or 4*30 PbsiTiOH tt. o:» "*w^tm.miiJiat^ , i\ 

FOR H=l TO 1 56 3 WENT H.P-D5ITIOH 21,4:7 

J« 46 r* KH 
BH 4**0 RETURN 

TJ 469? REH C HANGE PUEST1PA HEX T 
LR 470B PUlEST-OUEST + 1} IP 0UES1^2l THtH Rtl 
EST=1 

BV 4710 A:6UFST : OUFS F -O : GBStlB 7£AB i QUEST = 

DlGOSt/fi 7 & B a 
AM 472* RETURH 
IH 4719 REM 

HI 4747 KEPT CHANGE AUEST LltH LAST 
BZ 4/S9 OUEST-flUtsr- 1 ; IT R4JE9TZ* THEH RUE 
st = zb 

CK 47BB O-ftUE IT : GUEST -A ; GO^rUB 7*9B.OUESTi 
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MCQTEST 



QiGOSUB ■' 6 B B 
BL RLTE1HM 
AS 4i>B8 HEM EDIT ROUTINE 
MZ 4S1B REM RUIHOAISATION 
UD 4928 PDKI HI, 8 I POKE M2,0 
LB 4SJ8 TRAP 1 J 55 B e : fi UN "tl : MCOTEST . 3" 

4946 5 HBP 46688 .' RET EJHN 
SV 4684 HE H tflffi for SCOREBOARD 1 

us: 3010 Mtiia □ rrrrrrrrrrrb rrrrrrrrrrrr b. r ft 

8**K6l vvvwwl 
Nfl &W2U PAY It \ ?tp i- e b i*or fus 1 1 J i- r tafn o w 
»iutl t i a n*6 | DRRRRRRRWRRB BflflflHRRRDD B R MR 
RRRRRRHH H H H H R D 

pn sen doio I *r)"*»l r»**l HH 
I p,*"** I I (HH,~Wf \ **\>~**+ t ««ti - m I * 
*b — 9*9 I 9#b-#9 I 

4R EfliO BATd | **C*»**t|V»t-*tTI**C 

""•#4 i <mk *«* r | ■••tf- w* i m^fwj ffiCff » l » 

OK 54a a data vvc^vwj ip*r~*m*«* 

">w| Wf"»l H— #t r**~***l r 

wn sese data i**fc , *yv«i»**-w»h»Tfc , "¥»»iT»b 

| flfc^ftt 1 ••r - *** | fftft* | 44* — ¥*9 | 9 

0*;"0*» I 

UG 5676 04 T4 l*Vd~***l *«d^WWWi«*d 
-*w I 1 1 000^044 | 44**000 j «*-«HMf | * 

**-*9* I | 

fit saea data t rp*~ml w 

"*9**l rf | *»h-*»*|Tii*-»w| 99* - 9Wi* 

■G G«ft DATA | | Wt "«f I »»r ♦»! I «r 

*H*r - 49| 
I 0»d~4 , 4| 

ft* stae tar* iwe*«»»iwr***i «fwf i«« 

*** _ »F r .| *m - 999J |l t^i-fW I | r 

I a - *F9| ™p*^99 | 

HE 31 IB DATA | ftt'tttltft^ttfl fth"Wtmfc 
— ffhVfl mi~ff¥|ffc"t«| 99g — 99-»|r 9 
9T~999 1 99X; ~ **1 

TT 5126 SiTfi ( «fO«* I ## 1 f*»f#| f «d 

I 0*d**0*J I Ht"W| tW - *** | 49WP90 ( * 
•p - *** I *0e — «9 I 

It SIM ACM 

£r 66Q0 REM DA5T.C SCREEN 9RAk 

OA 6*11 GRAPHICS B3GD5U0 j POKE 52, 6: C 

nsui ?*** 

PH 6*20 POSITION B,Bl7 " TITLE - " J J REM CHAN 

EE ID TITLES 

AA BBSS POSITION Z4jl{? "TINE:"; 

ZV 6635 POSITION 4,19:7 "l 1 » 

p n p 

PL DB4 B P 0 5 1 T LOH 9,11!? »■ | D-SAUE I D - L O A& | M 

ARK | RESTART j | KENT (LAST j ■« 
HJ BBS B P03ZTZOH B.21E? 



TM 6668 POSITION 4.22t7 

H Q/&1 EDIT | AN:s WtK sheet I 
«I 6670 POSITION a P aie? 



T t HMI M fl T C I RE VIE 



FA If NO=B THEN &1B0 

bb *»» position *,*et? "fl 

HI I IflBBBBBBK] "J 

Of.: &BT0 POSITION 0,ZZe7 "J| 

KK BB33 REM HBTE LINES BBSE a NO 6078 ARE 
IKE SAME AS BO 4 B flND 6868 HITH ■ liHVE 
BSE SPpAEI TO RFPi af.f WfiPlRG 

At BIflB flCTURH 

RU 7BFJO HEM DR*H fRAHE 

KA 7BBS POKE 82 , B ! POSITION B,Z:P<3KC 752,1 
MB 7818 T " i 



»Q 7«?* '* "IPUCSTIOM 
VE 78 J8 7 "I 
VN 7B40 ? "| 

I") 

UH 7858 ? "I 

-1 1 — *"J 

tU 'm.» ? Ufa,) 

I T f F |") 
EG ?e?e ■? " I 







-+- 




FK 


zess 








1 T 




F 1" 


Eh 


70SA 






e v 


7iO* 


H- 

» 


"lO 




1 T 


1 


F 1 " 






■* 




ra 






■■ i Ji 




f T 


! 


F 1 " 




71JB 


-» 




t,P 


/14I 







I T < F- ( 1 



HU 74«8 T «| 



KM 717B 7 



I I" 
ii t 



Ifi 
uu 

KQ 

LC 



PK 
CP 



A J RETURN 

UCj 7SflA REM TERMTNfl T F 

HH 7118 MSm llfti SPORE SBfljfl : POKE H 1 . B : 
G«APNIC1 iiPOKE B2 v i 

rsi* EHB 

/JIB REM 

7591 8CH QUESTION PLOTTER ROUTINE 
768* PDKE 92,1;PDKE *7.2fi:TF QUEST =0 T 
HER position ia>3 j ■? " 11 ; ; C8T0 P8Z8 

761> POSITION IB , S I -7 BUE "5 T ! " 

ztL r*aa position n,];i ouestdat9couestr4 

£3*1 , BUESTW421tl82> 
PP 7t« POKE B2 , I :P0RE BdtpJO; POSITION 3 ( T 
; 7 (1LhESTBAT«CBUESTN421«l83,QUE9T*423*Z 
B21 ; ; 

PK 766* POKE B3 , I* : POSIT I DM I, t7j * QUESTP 
ATS C«UL jT»4IZ+TS3 , OUFST*f423*<lliJ i iPOKE 

8X ,34 

CP 7E,Bfi REM N044 TILL IN NOKEH 

TF 7E7B POKE •J.S^irOft I=fl TO 4:PLACEtOUE 

ML 767S If &LTCST-0 THE* POSITION 32,7+1*2 

:? " T | F "j iCQTB 7788 

KT fbff REM 

VC ?eaa if ms tPLACE . Places i"T" them pbsi 

tion ■ * j 74i«2 i 7 "mi r 

Or 7 6*5 IF PN4 (PLACE, PLACE! ="F" THEN POSI 

TION Ii,7-+t#tt* « t I SB": 

JJ 7*98 ir flNS (PLACE, PL,AC:F)z" " THEN PBS I 

T LOH SZjT+mJl? " T I f "; 

TJ 7 788 H E K T I 

UK 77*9 fiEtt PISN8LE BREAK 

IK 7888 POKE I H , (14 : POKE T33774 . B4 1 RFTUBN 

DX 7WJ NETURN 

Ofl 0888 HZM PHGRAPHICS SETUP 4 

ICN BB1B P— PEEK C 1*61 -16 ! PrjKfr S427t , P I A-P"2 
SB 

ZE HBZB POKE BEi1,62 

LU 8B3S fl i,~5Z2At :HZ=S324S 

KM SB3« PQKE 7*4. II : POKE ZBS.fB 

&T 0841 RESTORE B 388 i FDR 1 = 1536 TB 1534*4 

9:fl£AP M 1 PDKE J , K; NEKT X 

MTT MSB RESTORE 3888! FOB 1=1016 TO KkLU + 4 

C : R-EAfr M 2 PDKE I.ttjflEHT 2 

&A BBSS P8KE 51277,3 

OB 58 PDKE *2I„2 

dOBB HPl;na :HP2=220 iypi-13B :yP2-J.lB 

HE BB78 PL l-A + lA56iHI'-IHT IPLl^ZSCJ :L0"((P 
LI/ 2S6J -INT (FL1 SZ BB) > "ZS6 1 PQKE 287 . LO J 

PONE 288, HX 

ts oaae poke z8e.loepoke 

FT 8898 PDKE Hl.KPlfPONE KZ,MP2 

LIO Ei8S5 MCUF-USRt J?Jtt>. MP1J ; MO UC -U SR ( 1 Ei 1 E , 

VP2 J 

Ai. 04J8 RETURN 

ML «B?S 8EH DATA P OA PH HOUEHEKT 

fi. 4948 p at a 184 , ii4 , ia«. J ill , 4i r6,lto, a , l 

52 . 1 4 E , t8 ? . 1 3* . 284 , 2B1 , 16 Z i .8,17Z,41 J 6 J 

189. 31 .8, 144, 2B7 , zee 

EU 891* PAT A Z3Z,ZZ4,9,ZBB > 24S ,96.1,2,4,4 

, 144 , 148 . i tz r 2 4 b , e , e 
HT B928 RER * 41 BTTL'j 

t*U 9444 DATA 164,184, 184 .141, 12i,B, Ifta^a, 
lBI,i«i 2*5, M6, 286, 231, 1BZ , B , 1 7 Z > i21 , 
6 .IB-) ,111, 6, 149, 244, ZBB 
KJ MB1B DATA 332, 224, 9. 244,245, *E-,ZE5,179 

. lit, 129. 12S , 129, 121 , ZGE. e. B 
HC 9828 REN * 41 BYTES 
TR TP I. ft REM PNSHCR SHEET ROUTINE 
UC 9288 POKE DLlST *4 , 3CR1LO: PBKF QLI'ST*&-, 
SGP.1III f TM = MP 1 1 f UT UP1 [ AN3NfS£ 
321B HP1 =88 + 32* (TNT t (QUE ST - 1> J 3 I VP1 = 
Z 1 * 4Q* 1 1 tflUES T-l >'4> "INT t C&U E S T - i J / 4 i i 
414 I MO U F =U 9RCl.su , VPlI 1 P4Kt HI . HP1 
S388 W=U«8 . 1*<U<S> :GOSUB 2QD+-^T TCK 11)1 ■ 
? 

9444 RT=XNf « CVP 1 ' Z 5 1 B) * J * THT ( ( H P 1 - & 1 

>/l2)M4 

LH J4 5B IF STRIC<«>=1 THEN J344 
HA AHSU=»:VP1=TU; HP 1 = TM ; MOVE 

B.VPDCPQKE H1.HA1;P4KE 4LIS T + 4 , S CR8L0 

: POKE Bl TST*5 .SCR8HI 
OP 9SOB IF rtrOHULST TMEH CJUC S T -8 I CQ ^ U8 7 

EBB:q|IF5T = ()Ti0dSUB 7BB0 
AU 96-J, B RETURN 

BH fE00 REM RESTART HOUr 1MB. 

VA i>619 POKE HI , 9 ; POKE Hi . a t GRAPH? C S 0 

HN f«24 RUN 

AM ^6JB REM HO/ RETURH NFEOFp 
JC 1440 REM 

DM 1BDOO REM INTAORUCUOH AHB FILE LOAD 
CC 10066 REH 

tu laein bin NahE^izbi : graphic h err.antn r 

BOflilUmt /IB, 6: POKE 7S2 , 1 : P 0 I r t UN 14, 



Efl 



uu 



UI 



S c ? ' *![4afliilll^ » ; 
CR 18828 POSITION 5,18:? "TO COMPUTER BIB 

CO ASSESSMENT" r FOR H=l TO 1 BO ! HE HT N 
KP 148B4 PBSITIBH 8, IBs? "PJenc entir ni 

tt* 4»r 4WBtt«N fiI*"H "m.s. Bl i FILEMA 

HE, IHT" 

CU I BBSS t "fEM" tW4 ERIT fflP RUBCtiOD *d 

ItBp] " 
KU 18868 INPU-T NAMES 

«l, 18B7B IF NAHE5= >k ESIT" THEH RUN "PlrMCQ 

EtST i j" 
OP I82BB Rt TURN 
BH 18998 REM OPTIOH ACCESS 

LK 11888 IF Wf="N" THEN CiQSUe 28886: POf t 

CDTQ 2588 
Db 1181B BFTURH 

PK llffO REM SET PA S SHORE? FOR LIMITED FUN 
CTIOH ACCESS 

uh izaee aim mS (i> >xxxsc3] , vvvs t3> 

AC 12885 7 "ACCESS ALL FUNCTIONS? tY/NI - 

: INPUT «S!ir MS <7"Y" AHA **■£>"*" THEH 

12885 

lk izaa? if Ki = ll w jl tneh I2a4a 

48 12818 OPEN ttl,4, 8, "K tf M*Rt P4*«H 

BPd - i IttlfH"! " 
SI 12*28 Fflfl 1=1 94 3 ' BET BT1,X [XXKtCI , I) ~ 

CHR9 E M J i H C H T I; CLOSE SI 
CM 1263V ? 17 XXX$lHO-l 
Dfl 1284 8 RETURN 
CD 121*0 REM UNDO PASS MORA 

CP 122B6 SOUND 1 .288, 14, B 2 FOR Wtl TO IS: 

NEKT MM: SOUND 1,4,B,0 
QH 12245 POSITIOH 25, Bi" "U^WrrMTB" 
GF 1221B OPEH H2 , 4 , B , 1 'K E " : FQR KK= H TO I [G 

ET KZ.Hi VVVS(KK,EN}-Cflfi$(flt : NENt KK;CL 

DSE DtZ 

TfG 122IB IF JiMX^^VVVi THEN fl*^"r" i PfO=fl 5 CO 

hub -sais 

Hit 1??3« P0SIT1UH I»,Bi? " "JflET 
BH 

KS 12494 REM TRAP ROUTINE 

kp izaaa auEST^eitBsue 7688: POSIT 10H 4,8i 

t "BI9C INPUT tRHOH" 
HC 13518 POSITION "CHECK - DRIVE QK 

*" 

HH 12 51 B PA 5TTTOH 12,1*:? "FILE DM 0ISC7" 
ZA 1253B POSITION 12.11:7 "CDRHtCT FILE?" 
HH 12S4B POSITION 12,14:7 "PRESS 
FL 1255* IF PEEK (33 Z 793 <>« THEN 12550 
UR 12565 POKE Hi, 85 GRAPHICS 8 ! COS UB 7 AAA : 
RUN 

BI 1ZE90 DEH 

VE 19708 Q=QUES'I ; QUEST— O ; EDSUB 7G00 : PAST. T 

ION 4.81? "DISC INPUT ERROR" 
FF 12714 POSI I ION 4,93? "BISC5AUE FILE" 
PC 12724 POSITION 12,16:7 "HOT DM DISC" 
OR 12 73B POSITION 12.11:? "DA DISC FAULT" 
TIP 12 74D FOR HMr I TQ 144 I HE MT MM: DUEST~Q : 
COTB 1165 

AK 12886 0 = El WE S T : OUtS T - B ; e 0 U 0 7600: POSIT 

ION 4,Bi? "DISC OUTPUT ERROR" 
EH 12414 POSITION 4 .. 9 i 9 "DI5CS4VE FILE" 
HQ 12024 POSITIDH At. 18 IT "PROTECTEB DISC 
?" 

12454 POSITION LZ>11)7 "BISG FULL 7" 
Ht 1ZB4B PDSXTIOH 12.12:7 "OR DISC P-AULT? 

EH 12B5B F OR E4H" 1 TO I44:NEMT HH: QUESTED 3 

COT 0 1858 
^R 13446 a-uucsT ;auEST=B i co^ua ?aah 
KQ 1341* POSITION 4i Bit "DISC INPUT EfiHUH 

12 22424 POSITION 4.7!? "OUESTIOH EDITOR" 
HR 13634 POSITION 13, IB: 7 "NOT OH DISC" 
OC 1384* POSITION iZ,llT? "OR DISC FAULT" 
HC 13BSB FOR HH=1 f4 14B:0EHT HH] QUEST saft; 
G6SUB 7«0O 

SL 1346* HP 1-1 96 ; WP1 -13 8: POKE Hl,HPl:ft-U* 

R<133B ,WP1* [RETURN 
TV 14*00 REM ROUTINE: FOR TINE UP 
NM 14B1B 01iE%T38:GOSUB 7b 00 E POSITION 14.1 

B:? ^*i:i4NI|jJ " 
CU 14B20 FOR LP=1 TO 10:SOUHD l.lBa.Jfl.x, 

FOR H=l TQ 3R; RENT H;S0UHD 1,B,B,8:FQR 
H=l TQ 5Q J F NEX : W-NEKT LP 
UM 14010 POSITION 10.15:7 "NO H CHOOSE QPT 

I0«" 

IJ 14046 HA1=l>B : UP 1—130 : POKE Ml r MP^:RrUS 
AdSJt.UPlJ z PQKE 16 , O ! AO K F t f , A : PUKE 2 
4.8 

DZ L4B5B RETURN 

OR 26866 SBUN9 1 . .220 ] ID , B I POSITION ?S,0 i? 

■^traaerara*iuiLf ■ ; f or h=i to se i next m: 

POSITION 25,0 [7 " ■■; 

UW 2 4*1 o sound i .. e r a , a 

01, 2DO2 0 RETURN » 
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MCQ TEST The Question Maker 



h juu im n hhh 



MO 1 REM ■'■"■'■'I l l lll l lll nim i Jijm, 

*a J Rem m hcatest 

XL f REM H a MULTIPLE DHfJI&E RUT £ 

CB 4 HtM * by Pivd «4«iln 9 r 



CListing 21 



GT 1 HE* ft 

** ft HEH * — — „„, _ _ 

NO * REM * PAGE ft MAGAZINE ■ EHGLBHB 

HU 3 REM MWhi nmmi i ww i ni X H H Hi 

NO J RFM 

Le i» rem 

ME ZB REH 

CP iaa poke e*».i : gqeub men . an to to* 

IID 2R* Rem JOY 1 TICK U OUT INF 

HL 24ft I F NPlKzas AMD gPijj.il THEN (JPJL-Wi 

tV;HauErU5krciE3 6,vPii : HH.MPjtu ; pokf n 

1.NP1 

IP 211 RE I URN 

KR ZI2 IF MP J -i 24B AMD ufi>io THEM yprypj 
y :MUyt-USfl'( lS3t lr UPjL3 rHPl-HPltUcPOHE R 
t j tH 
u 2-iS Return 

NA 2t4 IF HP| <2BB YMEM HP 1 Z HPI *V ! PC* E HI 
HPl 

IP IIS RETURN 

ON Zld If HP1)E* AND UPKlBB TWtH VPlrWpl 
:MOMC-U<iM<l53fc. UPl);HP|- M Pi VPOKt M 
i-HPl 

AO Zi* Ht TURN 

JR 32* IF HPl > SB AN* VFi>lft 1MEN VPl^VPl- 
U : MD-Ur-MiR S1E36 . UFIJ r HP1 - HP 1 -W ; POKE »1 
. MP! 

Zf 22l RF I U R N 

PC 232 tr HPt>»B THEM MP 1-HP 4 ~ IT ; POKF Ml H 
PI 

ZL 22J RETURN 

HS 22* if VPKlBI THEN VPEzgpitg rMftvE-USfi 
7.X 227 ntlURN 

OH Z2B IF VPl>lfi INCH UP1=VP 

AP 129 RETURN 

2.13 *EES=INT(EPFEK<2B)*Z?6H#EEK<14j+«5 

"("fEeKiigH/stiiHKE 77 ( » 

*** *** fO^IJlDM XT.l;MflS^IHTCSCC*SI60*l IN 
INSzlht ( c (JtCVItH) -WR'j J*R4i] : SEE=5ECi 
-HRS*3*B*-Hia5*6«-1 

Of 2491 REM PR IN T TIMt 

S4. 231 ? H.RJ; JMlNSf'f'jSEi;?" »t 

IN 25S M=l 

BN Z*« IP AHS Ht THEN IF SECS>SECSET THEM 

t(i-iUB 14*3* 
EL 1*2 IF P t C* EE32?*j= E THEN IT N«Z"N" TK 

EH CQMJB 133*6 
7K ZBO RETURN 

V* 3 OB SO SUB 12*»B;GD%UB ieOO*2 CGitiD G«0t 

;cosub Beee:GOsuB 4e*n; gosub 4+aeicoTti 

ZE M«9 REM ROUTINE FOR DISCS AVE 

FR lei* CiflSt H± ! TRAP 12B33rOPEH Bll,*' r * J " 

Dei tuDE" 

Co ipza pur m r P££i[Q»j:py r W*reKti#ji» 

UT VI, PEEK (21 j :PUT Nl.OUE^T 

*h fsi* feih tzj. to *b*, nn=asc (board* ci, Ij 

* spur M, MH JNEXT I 
« iMI FOR 1=1 T 0 l*9tXX=ASC CANS II , I J J iP 

UT Bl > MM ; NEXT T 
Wt IftSB CLB5F HI 

EE I»SS TRAP 4«aaa:HPi-ira:VP£-j.3BiP0jcE H 

1 , ttP Lit ZU JR II Clg , VP 1) 
AP 1B6B »i- TURN 

-tp i iea rem rout inc. tor bxmloab 

CF ma TRAP 1 2 7 B a : h;LO SE «l;DPFN «i F 4 h |,» 

pi : tus^e- 

NT 112P «T Bi.PiBlCET 0£,F1?:£F,I U1. J P1B^ 
tCT PI , RIPE ^ T 

pr ma for i=i m ?aa i ce r u,HH»BMm4n 

' =EMHt fKKl i NEXT I 
RZ 414* FDR III TO 1*5: SET ttl , tUt ■ BJf# «1 1 » 

"l.MH-S fXM| J pfEHT I 
Kfl 1 130 CLOSE HI 

JI 11E.B PQKE IO^PA3:pa«E t? d PlT[PQKE 2B.P 
ZB 

31 116S TRAP lOSRtt fl=ttUESriRUESTr*ica^UB 

7cee:QijE)T=a: casuB Jtus ; mpi - ( i» -. UP i ■■ j ^ 

* I PC PS E H1 F MP 1 ! A - USN 1 1 3 Ifi WP1 ) 

ah ii/ii wrrudH 

BIF N main Riiij r i he tfipp zaaa To zsa 



ML 



R P-4? OR WzBl OR V-tr ON UZ33 QR «;8I 
THEN ±ai3 

to iB3s t »£««or>'jC3Tb ia?a 

RI laiE FOR J±a TO UiPK£J>zt;MENT J 



T«EN PK<l)zi 
THEN P3(i;2I-l 
THEH P* (I>~1 
THEN fKI41 -1 
THEN PKtai±l 
THEN PKEB1Z1 
THEH FOB I 1 _fl 



TO 6iPXEI 



THE* MR ttJ-j 
THEH 1E2« 

IF PK(ZX1=1 THEN IS 



Ln zeeo U = y*& . ev<si : coiun zeo+i rich: can # 
Mem coto ta«a 

AC 2Bia IF ^TRIC(R)=1 THE It 

P« ?*2e S Q UN l,lH,HIJTi)p Wzi TO ! n : ME 
KT H : REMIND 1,1,(1, O 

2836 If «Fl>l?i AND UOUi| ant, OPK124 
THEN da^UB 3?tt»;QQTO 24BB : HEM XfT ROU 
F I HE 

M ZB4a If VPKjftft THEN 3.1*9: REN JELECT B 
O T T 0 M RUM 

UU 2*St If HP.l<»« THEH C0MIB 7] Id : GOTO |B 
B* \ REM TERMIMRTt 



Listing 3 



ia«* IF 33-"A 
JlBSR 11= Hl3="3 

XM nat a if R$=;"e 

hL i a? 4 Ir Ri^»i 

t-E taos rf Htz»E' 

hm lase if rs±"0< 

II BB IF fi-4 - " M' 
I3Tl:H£KT II 
UB 111« IF Rfi z "-H" 
XH 111E ir ftS='5' 
«. ll£* FAR II-8 TO 

ia 

U 114* If n^a THE R !Tl::?3:*TZ=(j4:LN=lR2 

HK 44S4 IF II>* BHB IX it THEH ST 4.Z Z B 3 3 T2z 
- 4 : L*=E& 

TR III* IF IIZB THEH STUZB !*T2zai : LH = ?4 

AM Izee graph it i a 

C¥ tt 33 SOnilB 1333 tl "*am outer t«XT-RETtl 
R""!? 5 7 "OUE^TlflH "i QUEST if "Part ; 
IF II=B THEN PRIHT "he*Hcr "i«OTO lZ2i 
EG 13*3 IF 11=1 THEN CAIg l*ae 
VH 12H GOSUB IBB* !■■? CMRt (11+641 
£\i 1Z2B THPUT At 

<*1 I2IB If EEH IASl>LH THEN 1 " LINE TOO L 
OHC P* "jLEHCiSJ-LHj'-irhirA^t.rt-":* if 

"Try tharttnin* it";T 3 7 :GOTO izza 
AB 123C Ir LEN (A*2 <ST4 THEN GQSUB i?aaiGO 
T£l 143* 

IS 124B REM TRV AH* fit IH E4MPS 

I J 12B3 IE A3 ESTl.itl>=" ■■ OM A«(ST1,4T1) 

S**^" THEH GOT! 1 J28 
HA lihH REN SEARGH DONN rOR GAP 
IS 11 ?6 FOB VzJtJL TO 1 JTEP -I; If A«EV,V1 
<>" " AH* B$EV,yj THEH KENT Vif | 

? "NE+ CAPS TRV MCiDIH I "i GOT* 122» 

Pi 12 ee is (3T1+1? zftj cr*u 

30 IZf* FOR Z = STl-± TO V STEP -J.IPCKC APR 

f*t)4Z,31Z||Kirr E:AS fS|iie>Tr B S<^Tir [POR 

E APR CAS) ♦4T1-I. 12 
C* 1133 IF LEN tAf3 >LN THEH % 3* "Ad Justin 

3 t* fit arid iinflthrm ; ? "hmuan 

d liMit. >horTen a^ ins*n 
UK iria if LEPKaSum then ? ■■ «t <n- *rou 

nd th* ■■;4Tl;"Th cMri( T*r" I CO T 0 1Z2* 
IE UiS REM 

U£ 1313 RE H MOM LOOK. AT SCCOHB CAP 

EH III* If 4T2--1 DB LEN<A9J CST2 THEN EOS 

UO 1 7 i B [ ca TA 143a 
OJ 134* IF fttfill , STJJ-' " OR A^EMZ, ST2J 

= THEH C*Te 14J* 

VI 13EB RF-Hl SEARCH **HBI FOR CflF 
RD 136* fa* T-ST2 TO ST1 STEP -»;IF A*(¥ P 

v > " *«p »*Er,ri <)»-<■ theh neht yi ? 

"*0 GAPS IR ZNO PAR T _ flE TRV" | *□ T □ 12?* 
BM 1173 BS-fiSl'rtlJ 

BP 1I«B FOR IzSTi'l TCJ V STEP -t : POKE ADR 
tatj iz, 32^ NEXT ZrAS4t>rz«l>rOf IGQSUS j\T 
*B 

TK l-JIB IF LKtt(Atl >LR TMEH * Adjpfting 
to Tit grirt leihsthun* 1 i nr"! * "beyond 
linit, Shorten or i nsert > - ■ >■ 

KU 14*B if LEHCAti >t.N Theh ? « at *r vrau 
nd th» ■■jiTas^th t hir *i t er" r got* I2ze 

IR 142* REN 

ft 1433 REM HON INSERT INTO AUES T*A If 
PC L43E *E(LN+I]-» - 

HE 143* IF H=e THEH AUESTPAT 5 tdUE J 3 * 

1 F «iESWriHIIJ zAS 
OE 14 Ed IF II>B AH* IKE THEN 0UESTBAT4 IQ 

UESTR42 S*ia3t f 1111*56 , 0UEST442I+133* C 

1 1-1 1 *I E « E E > " Hi 
HO 147* If JCi =B T HEN aUESTPAT*EOUESl*4Z3Hi 

327. auESTIf 433441b] A* 
IE 1S33 REM 
MU IS tO HEN T 11 

PO 1.B2B GOSUB 7**B:SD)UB 7 b A* 
AO 133fl PIJMTIQH 2,2* 
li 1B4A BEB 
IR IBS* REM 
B* ISA* RETURN 

NT 1S?3 HEM AUUTIHE Fflft OHSHEB« 

WH Ite* f "INPUT AMSMERS IH FORM OF ' TFTf 

r ■ ■■ 

CE 1*1* TMPUT At 

BE 1C2* Tf LCHfAS 3<> 5 THE H * 'ERROR'- ! f ;G 
DTO iftOO 

TO 1E3* TOR JJz* to 4 ; y tfz p EEX CAE>0 < AS J * J J J 
!TF XX0 7* AN* XX(>B« THEN 5 "ERROR - TVfi 
t T or F":^yilO I*** 

OC 1*4B HEM T J J 

TJf mrjg QN£5TPATS(l3UEST*42I*41i' 1 aUF,ST*4Z3 
•42J1 zA3 

Jd 1 BfiO OOTO lSADiREH AWtJIP MOST Bf LOOP 
X* lf>*S REM 

BN l/OO IF j.tHEAfl^LH THEH Fga Z-LEM J 
TB 4 N I POKE AS»la^ <Z r 37:«fxt z : BfN fl 



LLS IM BLANKS 
AB 171* RETURN 
VE REM BISflBLE HREAR 

IR 1*»B POKE l« r *4lPDKF Sl?74 > *4cAE TURN 
MT teti HEN TRAPS 

PN 2*3* 7 ;? "NUPERICRL VALUES ONLV! **t LOT 

0 2ia 

JW 2*SB 2 "FILE IHPUT ERROR" j *? "tft F It E * 
H OISC-!hD» HBfel TO jl««|«KKT HB4EG0T0 3 

aa 

Ft 21B* ? "FILE INPUT ERROR" : 7 "CORRECT B 
ISC7-IFOD HNP1 TO L*t:#EXT MM I TRAP 4 B* 
OtfGOTO 7** 

M ZI60 ? "FILE OUTPUT ERROR"!? "B i t< tU I 

1 or prntacted?":! "*nv* cdrpik T«d"i? 
"IJ I«a*l fiJrfranp" 

GO 21*0 FOR HH=L Tf 1*0 ; HEXT Mi ; GO TO 7*» 
RU /Be* REM DRfiM f RAPE 

Pf 7BOE GRAPNICS «tfiOSUB lB**;POKE B2,*iP 

OSITIOr B, JiFOKE 7EI,1 
Hfl 701* t "■ 



1"J 

HO 7*ZB 7 "IOUESTIQH 
OE TB 3 B 2 "lj 
VH 7843 ? M I 



7*E* 7 "J- 

I I I 



EU 7 BE* * "IjJ 

I t I ' I"; 

Efi 787* ? "| 

I > 1"? 

FX 7*3* 7 "tb> 
I T | F |"; 

EH 7*?3 7 "i 

I H t"i 

E¥ ?1*B 7 

I T I F I"; 
AO /I IB 1 "| 

I* 1 1"; 

B-0 71?* 7 "Id) 

J T I F |"j 
BM 71.3 B « "| 

I I^-H"j 

EE 7144 * "r»J 

1 T I F |"J 
HM 7t9* ? "I 



qj ?IBB 7 



MM 7173 2 



'"I 



A.J /7B* BFlUBH 

HU TBT? REM RUE^TION PLOTTER ROUTINE 
KR FBBB PORE B2.4:^POHE SI, 34; IF QUEST-B T 
HEN POSITION 10,312 » "::i,OTO 763( 

lc 7*i« Position IOjTi* ouestj" -j 

EE 7*2* POSITIOR 13 ± 3s? QUEST A AT 4 < QUEST** 

21*1, BUESTN4Z -I I i u f 1 
PA 74** POKE B2, M* POKE BI, I* :p*3lTION *, T 
1 ? OUESTOATS EOUEST*4 23*1*3 . QUESTW4Z3+3 

3» : ; 

P* 7**0 POKE ASjSBlPO^ITIOH I 1 17 I 2 OUEST* 
AT* *DUF "S f*423*3S3 . UUEST«423*41E1 f f J»OXE 

TC 74 BO POSIflflH J ,1;? " n-U fF .-JIH 
-"J;POSITlRR 23,1^7 QUEST RflTtCQU 
CST*423*417, 0UEST»42 I*4ZIJ ; 
: 01 7fSS RE TURK 
U 332* HEH 

HE BUS PEN PRIHTFR OUTPUT 

rp ' •*♦ trap 4teaaiREN trap 

KL aSlB LP*JNr 0UEST|>RT4Ce»e4.ft9*3) ILPKU 
I i L PR INT "TINE- ":A5CEOUESTAATTC(ITH«Jj 
! k »P* ^ " i AS C EftUES TPAT* < « ? |; » » ; "Hi 113" 

EC «BZ* FOR IlTl TO ZB I L PRINT 

RK 387* L PR IH I "RUE^TIPB - «;H 

AN 9348 4, PRINT OUESrPATB C1IH42T4X , IiTI»423« 
2E>} 

PA 9R45 4.PRIHT &STE 5 TDAT * 111*4 3 3 * Z 7 I IH4 Z3 
*S4) 

EH 9*47 LPRTNT TtUE&TAATS CI IH-A 2 3 **E ri*4J3 
*1&1) 

sl east faR jjz* td * 

XX LPRINl CHRS ItlUJl j OUES f PAT * 

(II«421*1B3* S6KJJ ( I IN 4 2 J * ia 3 +561* J J* 3 71 
IH *»** t .PRINT OME-J rPATS(1]«4.23*131tSE«J.I 
II*4iS»lSfl+S|,*JJ.l ;ii .. "jDilESTDRTJEI 
1*4J J+417+JJ r 1IBJ J3+*iy# j^j 
OH S*7* HE XT J J 

* v I- PN IN T 0UEST*AtStIIX4I3»3a3 r liii4? 

1*41*1 

HO ?J BD L PRINT INCH V II] GOT* 910* 
MM S19S PtM PHI XT t R ERROR 

UL 5200 f CHHSEiZSJi? 2* ■■ PRTNTER EHREjM" 

IFOR HHTl TO 188 ! HtKI HU 
OH ?3*t TRAP 4*SBB:C«rD *1* 
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Listing 4 - Sample questions 



MCQ TEST 



Sample MCQ-TEST question 
set. For best results make up 
your own! 

1. Ihtf fallrtwtny cil»;* urv Fumpt-Mn 

Capitals 

o ; London 
bi Panii 
cl Frankfurt 

e) Vienna 

TTFTT 

i. I hie Colin wing tor* be Sound on the 

M upper, Show 

al Kermit 

M Daffy Outk 

cl Scooter 

dr Animal 

e) Fog hum Leghorn 

TfTTF 

3. (tw^ni^d c ■i>rtijvm*»r Icinyuur.^ 

a] bucov 

c) Fortran 

d) Pascal 

«i Ltauble r.»uti. h 

FTTTF 

4. The folLowlng are square numbers 

b) 25 
0 n 

d) 122 
e r SI 

3TFFT 

5. The utton hove played lames Bond 

a'/ j* an ConneTy 

c> Warren Mitchell 
d> fahn Forsyth 
el Timothy Dal ton 

TTFFT 



6. These authora wrote these books 
al Steinbeck - The Grapes of Wrath 

b) Stevenson - Treasure blond 

c) Shakespeare - Little Women 

■ ii llirmmj I hi- DtrVil flidrs Oul 
e) Kranti - Mistrals DaughU-r 

TTFFT 

7. iHes* aw famous astronomers 
a> Russell Grant 

h! I'uinrk Moore 
c) CuJii™ 

d| Prof Pa1. Pending 
*■ I r^rllioven 

FTTFF 

8. These songs are sung by 

a J Tie a Yellow Ribbon • Tony Orlando 

ht L ■_- 1 It Be - 6lm1I« 

cl See My Baby live ■ Roxy Music 

df Yellow Submarine - Manfcees 

e) Stairway To Keaven ■ SJade 

TTFFF 

y Uidl these uuThnirs writ* Ibt-.vr Wk*? 

a) Guest - Ordinary' People 
h) Tolstoy - Anna karenamn 

h Douglas - Volley of ihe Oolli 
dj Hayes - Midnight Express 
ej Wheattey - The F.xcorosi 

TTFTF 

14. The following are elements in che- 
inLUrv 

aj Water 

b) Kiavi 
el Copptf 
dj 3ron 

e) PlutLsiiiiirri 

FFTTT 

L 1 . These, are found inside a living cell 

a} Nudew 
b) Lysosome 

o Mitochondrion 



ct) £ylon 

cj Cytoplasm 

TTTFT 

12. The**- <ir* *rtn1infilti 

aj Africa 
b) Iberia 
Cl Asio 
dl Australia 
e) ATabia 

mil 

13. These are bones in the human body 

a) Cerebellum 
b| Femur 

Cj t^dSITIC 

dl rkilunom 
e> Occiput 

FTFFT 

These are all 5<«itlsh limns 

a'i Barrow in Fumess 

b) North Berwick 
t> Fort William 

d) Portree 

e) TVSislry 

FTTTT 

15. In chemistry these are gasses at 
room tempeHHur* 

a) Ik I mm 

■j i AJullliriiijiii 

O Hydrogen 
d) Flounne 

cl Sodium Sitaibonale 
tl 1 ri 

16. These characters have played Dr. 
Who 

a^ William HartneLL 
b> tVte r Cu$hln9 
cl |ohn Noufces 
df David Niven 
L") PatTick iTOuyhton 

TTFFT 



17. These lootbaUen ployed in 1h«- l^ftfi 
England World Cup team 

a> Donald ford 
b l {jordon Banks 

c) Alan Mullen/ 

d) |im Clarke 

e) Bobby Moore 

FTTFT 

18. These numbers are prime number* 

a) 1? 
b> 25 
c> 13 
il: AHi 
0 15242 

TBTT1 

H. The following) are makes of 
( omputer 
al Apricot 
:n Pi-:jr 
cj Apple 

d) Grapefruit 
el Lemon 

II IN 

20. The following, statements refer to 

Aloft computer* 

a > Thev never break down 

hi The 'first 4O0..'SflO senes cippeored in 

1979 

r I Tine first micro 10 have sprite <PM 
Grophicsj 

d> The CPU is a Z8Q chip 

e) Atari Basic i> now devoid of buys' 

FTTFF 



Enter these questions and 
answers using the Listing 3 
the Question Maker 



Upgrade from Tape to Disk! 



with the new Atari XF551 Disk Drive and Transdisk IV 




Upgrading from the slow Atari cassette system to a fast, 
reliable disk set-up is certainly desirable but what do you do 
with all the games you have on cassette? Wouldn't it be nice 
if you were able to transfer your collection of topes to disk for 
faster, more reliable loading? With the new Atari XF551 disk 
drive and Transdisk IV you can do it! 

Atari XF551 D isk Drive Features: 

* Double-Sided, Double Density for maximum data storage 
" Easy connection and quiet operation 

' Smart styling to match your Atari Computer 
" Suitable for 8Q0XL 65XE and 130XE Computers. 

Transdisk IV Features; 

" Easy transfer of latest cassette games to disk 

* Aimed at the first-time disk user 

" Step -by-Step instruction booklet supplied 

* Completely self-contained - No other programs required 

* For more info see Ad elsewhere in this issue 



To Order phone with credit card no. or make Cheque or P.O. 
payable to Digicom Computer Services Ltd. and send to: 

DIGICOM, Unit 36, Whartside, 

Fenny Stratford, MILTON KEYNES MK2 2AZ 



Normal Price For XF551 Disk Drive 
Normal Price For Transdisk IV 

Together Normally 



£149.99 
£ 19.95 

£169.94 



Atari XF551 Disk Drive + 
Transdisk IV Our Offer Price = 



Credit Card OrrJerlirie 09Q8 7B008 ViSA 



£165.00 

Inclusive of VAT and Next Day Delivery 
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UTORIAL 



SUBROUTINES 



FLESH ON 
THE BONES 



In the last issue the framework of the address book data- 
base was drawn up - this time I will start to put some flesh 
on the bones. The individual parts of the program are not 
very complicated but 1 hove certainly found the inter- relation- 
ships of the various modules of the proa ram are more intricate 
than I expected, so I have drawn up another flow chart to show 
the way the Create 1 D at abuse' and 'Add Records' functions work. 
The listing in this issue will not run on its own, when you have 
typed it in {and checked it with Typo 3) LIST it to cassette (or 
disk), LOAD the first part of the program and then ENTER the 
new part so the two parts are merged. You will see a few lines in 
this listing which say 'REM **DELETE THIS LINE' - they have not 
been left in by mistake but are there to overwrite lines in the 
previous listing which must be removed as they will disrupt the 
new program flow. These lines can be deleted completely after 
the two programs have been merged. 

The main functions in the program this time are: 

* Create Database 

* Add Data to Database 

* Save Database to Cassette 

* Load Database from Cassette 

Three supporting sub-subroutines are also created: 

* Screen Draw 

* Field Input 

* Fill Fields 

INITIALISING STRINGS 

The first requirement is to decide on the size of each Field which 
makes up a record. It is possible to set up a database to use 
variable length records but string manipulation is simpler with 
fixed records, although they are not as compact. Names and 
addresses are difficult to size because of the variety they contain, 
anything from 'Smith' to 'Fotheringay-Psmlff and from '6 High 
Street' to 'Midsummer Cottage f Huntingdon Crescent'. Clearly 
the wasted space in the database will be considerable if each 
field is made big enough for every eventuality and this reduces 
the number of records that can be used, so I have compromised 
on the assumption that long entries can be abbreviated if they 
do not fit. The initialisation is dealt with in lines 12000-12100 
and I have allocated sizes to fields as follows: 



F1J 


Forenume 


IS 


F2J 


Surname 


15 


F3J 


House and Street 


27 


F4J 


Town 


16 


F5S 


County 


14 


F6S 


Postcode 


8 


F7S 


Telephone 


14 


FS5 


Date 


6 



Ian Finlayson extends the 
Casette Database with several 
routines that begin to make a 
usable program, now you can 
start to enter data 



The House/Street Field ]s deliberately long to give room for 
houses with names rather than numbers. 1 did not want to use Q 
separate field for the house name as extra programming would 
be needed to leave it out or printed records when not needed. 
The date Field is included as a general purpose field which may 
make the database more useful. It could be used to record birth 
dates, dates of membership renewal etc. 

Other strings are R$ (Record) which can hold Fields 1 to 8 (115 
characters), DATS currently set to 11500 to hold 100 records and 
IN$ far use Ln input of data from cassette. 

Initialise also sets the screen colours and ensures that the 
number of records (R) is initially zero. 

ADD RECORDS SUBROUTINE 

This subroutine, in lines 6000-6 10O f is used to add records to the 
end of a database in memory. First the variable R is incremented 
by 1 to take us from the last record of the current data to the first 
empty record. Next we go to a subroutine to draw the screen for 
data entry or display of records (Lines 13100-13299). Screen 
layout is very much a matter of taste - 1 have provided a space 
for each field which is boxed in so that the length of the field is 
quite clear, and an additional box at top right in which the 
record number is displayed. There are blank lines available 
below the table to allow prompts to be given. 
The next step is data entry achieved in the 'Field Input' sub- 
routine (Lines 13300-13390). To keep things simple I have not 
put any error trapping routines on the individual field inputs. It 
is possible to do almost anything on this screen by using cursor 
keys and any other keys just like using the normal screen editor. 
Each time RETURN is pressed it is assumed that the end of a field 
has been reached and the cursor will jump to the start of the 
next field. The lack of error trapping means that the screen can 
be left in quite a mess {inadvertently or deliberately) as the lust 
field is completed. 

If the input Is corrupted the user will not know what exactly has 
been input into the variables F1S to F85, so the next step is to 
redraw the screen and insert their values into the table by means 
of the 'Fill Fields- 1 subroutine (Lines 13400-13480). The data can 
now be examined and if there are any errors they can be 
corrected by answering J N J to the prompt to return to the 'Field 
Input' subroutine. This time the fields are already filled in so you 
can press RETURN on any field that is correct to skip to the next, 
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and overtype any field that is not right to correct it. After this the 
redraw and redisplay sequence is re] sealed so you have another 
chance to check the data and go back yet again lo change it if 
required. Once the data is checked and correct the individual 
fields are joined up into a continuous string RJ r the record, and 
this record is added to the end of the large string DATS which is 
the whole of the data. A prompt is now given to ask if another 
record is to be added, if so the subroutine is restarted and if not 
we return to the main program menu. 

CREATE DATABASE SUBROUTINE 

The relevant lines are lines 2Q0O-2Q60. As and you can see from 
the flow churt, the 'Create Database' subroutine is much the 
same as the 'Add Records" subroutine, but with a bit extra on the 
front. As we are creating a new database the program first 
checks to see if there is already some data in memory. If R is not 
zero there is data in memory and the program offers the chance 
to save before it is lost. Once the save is complete or the decision 
not to save is made the string DATJ is cleared out and R is reset 
to ^ero. From here the add records routine is used (we are 
effectively adding a record to an empty database). 

SAVE DATA SUBROUTINE 

Saving the database is quite straightforward in lines 7000-7070. 
First we clear the screen and prompt for a data cassette to be 
prepared, then we open an output channel to cassette. The first 
thing to be sent to cassette by ? (or PRllsTT) #l r R is the number of 
records in the database, this is calculated by dividing the total 
size of the data by the size of a record. 

It is possible to send DATS to cassette in one big lump, but if we 
attempt to ENTER a string longer than 244 characters from tape 
□n error results, so the program breaks DAT J into substrings RS 
(one record) each 115 characters long for both save and load 
operations. The substrings are printed (using ?) to the tape one 
after another by the FOR ■ NEXT loop. Finally, after all the data 
is sent, the I/O channel must be closed before RETURNing to the 
main menu. Remember at this point the data is still in memory 
so more records can be added before saving again or using the 
other functions. 

LOAD DATA SUBROUTINE 



cntm 




*UtiFi<5UTlH£ 



I 



SUBROUTINE 

screen [?"■.* wl 



It 



suRncai- w. 

F5ELD INPUT 



I 



SUBROUTINE 
fcCHEE.UDRAW 



I 



subroutine 
full Fields 




" " RECORD. 

*00 TO 




"5VBRCJTINE IftFlum^ 



The load subroutine in lines SOOO-8090 starts in a similar way to 
the create database subroutine as we again have lo think about 
what is in memory before we import new data. As before the 
option of saving current data is given before DATS is cleared out. 
The load (or INPUT) subroutine is the opposite of the save 
routine. A channel is opened for tape input and then R is 
recovered first. This allows the FOR - NEXT loop to be sot up to 
recover the records one by one in the string IN$, For some reason 
strings that are INPUT from tupe pick up 10 space at the front. 
These are stripped off to give RJ which is added to the total data 
string DAT J. Again the I/O channel must be closed before 
returning to the main menu. 

SO WHAT HAVE WE GOT? 

We now have the means of creating, saving, loading and 
adding to a database, other functions are still dummy. This 
means that there is as yet no way of reviewing the data. If you 



PROGRAM LISTING 
OVERLEAF 



want to see your data in the form of a very large string this can 
be done by pressing the BREAK key to stop the program while 
you have data in memory r then clearing the screen and typing '? 
DAT$' on a clear lino. When SF.TURN is pressed the data strim] 
will be printed to your screen. 

If you have problems with what has been done so far write to 
me enclosing a stamped self addressed envelope and [ will try to 
help. My address Is: Ian Finlayson, 60, Rounds tone Crescent, 
East Preston, West Sussex. BN16 1DQ 
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Ian Finlayson's Casette Database Part 2 



HO 
Aft 
BJ 
KT 
CM 
OF 
KD 
WW 
MO 
UK 



RM 
B H 

YH 
GA 

Nl 

DY 

UC 

ZB 
OS 
AO 
GV 
LIE 



E9 
JU 
PH 
HG 



HEM *IHHH 
REM * 
REM » 



I -K WW-WW XKHWMB MMH Ml 



TUTORIAL SUBROUTINE 
ADDRESS BOOK PART 2 
REM * by 
hem * ian Fi may son 

6 REM * — — 

7 REM » PAGE & MAGAZINE ~ ENGLAND 



REM 

REM 



29 SGRT=30»0 l CREATE~2O0B ! MAINHENU=1000 
S 5CREEMDRAM=l3100 :FIMPUT-l330*:FFILL-i 
3408 

1939 REM **wf J-l J-U » M J.lrf3hm* 

2B08 IF R=B THEM ZBSO 

2»B1 HEM *M*CLETE THIS LIKE 

2010 ? SAME CURRENT DATABASE 

BEFORE CREATING NEW? "J 

2020 GOSUB KEYPRESS 

2030 IF KEVO70 AND KEYOIIO TNEN &OSU 
0 DBS AVE 

2040 DATA S til =" " : DAT AS CLEN f DAT A* J I =" 

« : DATA* 123 =DATAS : R=0 
2050 GOSUB REG ADD 
20 GO RETURN 

60BB RR+1: GOSUB SCREENPRAM 

6085 POSITION 8, 19: ? "ENTER DATA - 

■■ : position »>28:? "trmtii 

(H3 OT THE END OF EACH LIME." 
6 0 IB GOSUB FIN PUT 
6015 GOSUB SCREENDRAU 
0020 GOSUB FFILL 

6038 POSITION 8 r 13 : ? "IS THIS RECORD C 
OttRECT? ";PO5lTI0N 0,20:? " 



NT G040 GOSUB KEYPRESS 

UQ 6050 IF KEY-B3 OR KEY=121 THEN 6078 
HS 606B POSITION 0,13:? "AMEND RECORD S - 

"l POSITION 8,20:? "maum 

[33 MHEH LINE IS CORRECT. 11 : GOTO 601» 
TZ 6B7B R5~F1*!R* £l6,3BJ=FZ$lR* t3i,37J=F3 

S E RS (SB , 73 J =F4$ :R$ (74, B7I = F5$ 
NS 6071 RfCBO.SSJ-F&f !R$ 196,1091 =F 7$ !RStl 

18 , US) 

EA 6072 DATS*R*115-li4 , R*1153 =R* 
GK 607S POSITION 8,l3i? "ADD ANOTHER RECO 
RD? "[POSITION 0,20!? " 

m 

OF 6090 GOSUB KEYPRESS 

LY 6090 IF KEV=«3 OR KEY=121 THEN OBBO 

AG 6100 RETURN __„^ 

OP 6991 REM *-**M3ETJ Nl I H NNl 

MT 7000 ? ■■*> *** DATA SAVE 

ST 7085 ? "+±+PREPARE A E3EHD CASSETTE... 

press iramiaa and uaun then 

inner 

BE 7018 OPEN 8I,a,0,"C!" 

JA 7O20 R^LENCDATSl/llS 

YK 702S ? 81, R 

HJ 7O30 FOR K=l TO R 

HI 7040 H4-&ATS 15 114, K** 153 

OP 705B ? 

CC 7068 NEXT K : CLOSE 81 

OA 7070 RETURN 

£A BOOB ? "HHHW LOAD DATA 

MB OOOS ? "4+4D0 YOU MISH TO SAVE THE CUR 
RENT DATA BEFORE LOADING ANOTHER SET ? 
«■ 

NM SOLO GOSUB KEYPRESS 

MP 8020 IF KEY-B3 OR KEY=121 THEN GOSUB D 
OS AVE 

IH 8025 DAT$€1J=" " : D A T$ (LEN ( DAT* 3 1 - D 

A T$ (23 -D At $ 
KI 003O 7 "H+++LOAD CASSETTE HIJHNEM DAT 

A - press and 

ZK 6040 OPEN 81 , 4 , 8,"C 
OX 005O INPUT 81 ,R 



KT 8060 FOR H=l TO R 

OB 0070 INPUT tti, IN$: DATS (H*11S- 1141 =IN$f 
11) 

CN 8060 NEKT It : CLOSE »1 

ON B090 RETURN 

GO ±1*99 REM **MttSfttmttJm " In< 

MC 12O80 DIM RSCllS* ,F1$(153 *F2$C1S3 ,F3St 
27 J , F4$(1G3 P F5SC143 t F6SCSl ,F 75(143 f FOS 
£63 j DATS CI 15003 , INS £125 > 

CM 12010 SETCOLOR 2,14,6 :SETCOLOR 4,14,6; 
SETCOLOR 1,0,0 

PB 12020 R-0 

DE 12108 RETURN 

PY 13033 REM * WMiU 4 tW=l »■«*■» 

KB 13100 * '*«"»:? "I ■ — 



DM 13110 t "I 
ID 13120 ? "I 1 

YB 13138 ? "| 

_,, , ' | ■< 

AM 13140 f "I 2 

t" 

GK 13100 ? "| 



3 u> ndhd 



u fT.n wi».om j j j 



RK 13170 f "f 3. 

HJ 13180 ? 11 1 

— 1 I" 

FT 13190 ? "I 4. 

I * 1 

KO 13200 ? "I 
1" 

YO 13210 ? "| 5, 
|*. 

ZY 13220 ? Pl i 
I" 

DO 13238 ? **| 6 
| ii 

UN 13250 ? "I 
I" 

ZS 13260 ? "I 7 



KliTlU> 



? " I 

I" 
? "I 
I" 

JM 13290 ? "I 



DC 13278 



YE 132B0 



date (sidM-fi 



ZT 13235 ? "I- 



FK 13236 RETURN 

OT 13293 REM **■ ±i M 
KM 13380 POSITION 31^2:? R;"**» 
OT 13309 POSITION 0,2: INPUT Fl$ 
SJ 13310 POSITION 8*4: INPUT F2$ 
UV 13328 POSITION B, 6: INPUT F3$ 
KN 13338 POSITION B , B : INPUT F4S 
1334B POSITION B , IB I INPUT F5S 
13358 POSITION 9, ill INPUT F6S 
13368 POSITION 8,14: INPUT F7* 
13370 POSITION 0,10: INPUT F8« 
13380 RS = FlS : R$ <16> =F2t :R$ (31 J =F3S : RS C 
553 ~F4$ ! HS 1713 -F5S :R$(853 -F6* ! RS (33J =F 
7S:RSC1071=FO* 

13338 RETURN 

13333 REM **fctj| W** JN*3i» «HHt 
13400 POSItlON 31*2:? R 
13405 POSITION 3,2:? F15 
13410 POSITION 3,4:7 F2S 
MM 13420 POSITION 9,6:? F3* 
PK 13430 POSITION 3,0:7 F4* 
HE 13448 POSITION 3,18:? F5$ 
JS 13450 POSITION 9,125? F65 
MG 13460 POSITION 3,14:? F7$ 
OU 13470 POSJTION 3^161? F8S 

EV 13400 RETURN • 



OK 
EP 
HH 
JZ 
00 



EH 
IK 

KP 
JP 
LB 



*4 
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CONTACT 



FOR SALE 



XL SYSTEM: BOOXL wtm 1050 disk drive, 
1010 tip* recorder., over 80 gam» on 
top* j two large boxes of disks, touch Tab- 
Let with software. Mohi pi-n :jn j rr-.nrf.;ul. 
43 Issues of Atari User, luues 10 to 21 of 
PAGE*, |cystJck, paddles, manuals and a 
few books. AJ] for £ 165. Tel, Medway 
(MM) 727453 and ask for Mark 

XL SYSTEM I &O0XL, 1050 disk drive, 
1010 casHiUe recorder. 1020 printer. |ays. 
tick, over £300 worth of software, plenty 
of blank disks, disk box, over 30 issues of 
Atari User, £300 o.n.o. Will deliver in 
area. Write to Mi M, HanlS, 7o, Great 
Cannet, Welwyn Garden City, Herts, HL7 
IDE 

600 (Not XL!) SYSTEM: WUh two 1050 
disk drives. 15 blank disks plus box, tape 
recorder, plus 4 manuaLs. Also Basic Pas. 
cal Assembly and L5 Forth Language. AJ] 
as new, £215 or nearest offer Phone 
Andrew on C 1-464-4 7fth 

MODEM; 300 and 1200 Baud with Datarl 
Interface plus software and Intro to bulle- 
tin boards, Ideal for anv Atari computer. 
£100. Phone Howard 0423-S79S33 after 
6pin or weekends 

XL SYSTEM: Only 117$ foi 800XL, 1050 
drive, XC12 cassette plus £200 of software-, 
mainly strategy and wargarnes. Also 40 
used discs and mugs. Prefer buyer coLlects. 
Would split software. Phone Havanr 
(0705MB4234 

XL system: sooxL. 1020, Joystick, some 
software. £75. Telephone Michael on 
094575-226 (Guyhlrn, Combs} 

4-BIT CLEAROUT; XCI 2 cassette deck 
£10; Touch Tablet with Atari Artist soft- 
ware £25; Alphacom BQ-column printer 
with interface and PSLT £50; Various soft- 
ware- on cassette and disk from £ 1 .00- 
Everythjng Is in as new condition. Call |on 
on QB25-67473 after 6pm 

1020 PRINTER: Including manual and 
various software (Word processor and 
■Screendumpii. All leads, boxed, £100. 
Please write to 5imon Badger, 12 Hares- 
Foot Close. Funtington, Chichester, VV-Sus> 
sex. POIS 9LP 

XL SYSTEM: Starter pock, Including 
B00XL, :tHl> dull.) recorder, manuals, star- 
ter hooks Oil bask and machine code, 
plenty of tape software. Only £40. Also 
:05D Di!>k Dri'- c complete with 30 disks 
packed with software, S0-^cnpaclty lock- 
able disk case, Transdisk IV. hov^ri war- 
games, Autoduel, Silent Service and Ogre, 
Perfect as disk upgrade for only CB0, Ev- 
erything fully boxed and in excellent con- 
dition. ST forces sale! Tef . Adam on 
(0253) 735061 bftwctn 6pm and tlpm 

XL SYSTEM: BOOXL, XJSS1 Disk drive, 
recorder, approx. 100 games on cassette, 
disk box, 3yrs. Atari User magazines, 
manuals. Excellent condition, £150 o.n.o. 
Tel: 02?4-«329O7 

XL SYSTEM: BOOXL with 256K Ramdisk 
and 1050 drive (fitted with ISP plate < 
three drives!), mono monitor (9-lnch), 
Centronics interface, Basic XL cartridge 
and manual, assembler and manual, 
Mini Office 2, loads mme software, Map- 
ping the Atari, Atari Basic (2 editions), 
Hardware Info., over 30 issues of Atari 
User, some Monitor and Fage 6, plus 
cabinet to house above, £330 o.n.o. Tel: 
0243-830564 evenings and weekends 

XI SYSTEM: 800X1. with tajv rt-i < inli-r. 
touch tablet, PSLT, artel lead, many games 
and cartridge, £86 O.n-O. XL is boxed and 
in excellent condition or will swap for 
Specfrum+2. Must have joystick and 
games, itill boxed/excellent condition. 
Contact Robert on 097B-3SS318 



520STFM SYSTEM: Summer Pack, 
mouse, loystfck. 5 games, 5 PD disks, Atari 
basic Atari ST Internals, ST Trkks & Tac- 
tics, |oystick extenders, Only 3 months 
old, £400- Akhtai 40/80 track double 
sided drive, £50, Honeywell LI 1 daisy - 
Wheel printer and ribbon, £50. Exchanges 
and Offers considered. Contact Rlckk 
Sharma, 95 Umey Road. Strabane. Coun- 
ty Tyrone, Northern Ireland, BT82 ?RT 

850 INTERFACE: Complete with box, 
Sekashsa GPS0 printer, Issues Vol 1/1 to 
Vol 4/7 of Atari User (no splits), Atari 
Technical Reference Manual, 551 Gettys- 
buroh, Chickamauga. Shllo, FIG Fonh 
pllit moute, open to offers on all □ nicies. 
Call Ian on 0304-61 7798 after 5pm 

DIGICOM MIDI INTERFACE: Including 
16 track sequencer, Atari music composer 
cartridge, advanced music composer disk. 
Ring Steve (0602)-B47330 

XL SYSTEM: B00XL, iOSG disk drive, I'M 
4401 A Cassette unit, (ouch tablet, |aystJck, 
£200+ worth of software, manuals, refer- 
*fice book., same Atari User magazines. 
£250 o.n.o. Telephone OS02-30171B after 
€pm 

8-BIT SYSTEM: Atari £00, £40, Happy 
1050, £120, Control Card and S/W far 
BOOXL, £35, big box of S/W, £30. Phone 
OfiOM 144 

XL SYSTEM: BOOXL. tOJO disk drive. 
1010 cassette, joystick, manuals. £l0Q-» 
worth of software, Inc. Mercenary /Leader- 
board. £160 o.n.o. Tel, Dave on 
0494-448055 after 7pm 

XL SYSTEM: BOOXL, 105O, joystick, soft- 
ware (not much), manuals, £200- Buyer 
must collect. Will not split. Tel. Cardiff 
(0222)-628t25 ask for Richard 

PRINTERS: Perfetl 1029 with Font-IV, 
lO-hrint, ribbons, dumps etc, plus S22 
thermal with paper (needs P.S.C.). Swop 
for 1050 with doublet or XF5S1 and DOS, 
Or £120. Stag prof. PP4D half meg on- 
board RAM. fl gang EPRQV programmer, 
with s'ware updated to PP42/41M100, sen- 
sible offers pLeose (might consider swap 
far extensive i040STFNt system), Also 
Stacks Of 8-blt software for sale. Phone 
01-446-6296 

XL SYSTEM: 800XL with 2S5K RAM 
memory expansion. Grafix printer inter' 
face, 1050 disk drive with doubler chip, 
XC12 data recorder, numerous disks, Atar- 
iwriter cartridge & manual, Atari 1027 
printer {bailed with spare ink roller) - 
£225- Page 6, Analog. Antic magazines - 
several years lull runs of each in binders - 
CSS, Books:- Technical Reference Notes, 
De Re Atari, Atari Roots {machine code), 
Assembly Language Programming!, Mus- 
ter Memory Map, Vour Atari Computer, 
Speedscnpt, Compute's Mapping The 
Atari, Atari Collection 2, 3rd Book Of 
Atan. Atari Programming, 40 Great Right 
Simulator Adventures 6; miscellaneous 
Others all for £-75. Tel. Sheffield {0742) 
3*0962 after 7.15pm 

XE SYSTEM i 130X1 with ma n ual r dust 
cover and ]14 gomes, joystick, XC11 tape 
rerorriH nml mi.j,.|> (iixnJ cundition. £110. 
King 699-4301 any time 

XE SYSTEM; 1050 disk drive, XC11 cas- 
sette, 1020 colour printer/plotter, dust cov- 
ers, touch tablet, joysticks, quality soft' 
ware including Replay sampler, Movie 
Maker, Colossus Chess 4, Super 3D Hotter 
II, Mercenary. Silent Service, Archon, etc. 
Over £150 worth of books, manuoLs and 
magazines. Everything in excellent condi- 
tion. All worth tn r er €700. but will accept 
£400 o.n.o. Tel. Q1-43S-3351 

ST SYSTEM: 520S17-M, SCI 224 Colour 
Monitor, joystick, mouse, 22 gomes. Un- 
wanted prize so BR AW NEW! Worth over 
£800, accept fXTO o.n.o. Tel, 0223-871523 



FLIGHT SIMULATOR II: For ST, £35, 
Euromax Eite Micros witch Joystick. if> 
Xmas presents never used- Tel. Nigel on 
01-223-6674 

XL SYSTEM; 600XL, 1050 disk drive, plus 
games on disk for £200, Tel, 0702-205764 
any time 

XI SYSTEM: BOOXL, LCSC drive 1029 
printer, 1010 cassette, all In excellent con- 
dition with manuals, software and duit 
covers. £300 o.n.o. Write to: D. Purvli. 6 
Lianhleddlon Gardens, Cathayi, Cardiff, 
CF2 4AT 

XL SYSTEM: SOOXL, 1010 recorder, 
munuulsund over 2S games. £65. Tel 
Melton Mowbray (0654) 50630 

XL SYSTEM: BOOXL, XC12 data recorder, 
2 [rjystJck5, over £200 worth of software, 
loads of mags and hooks, all v,g,c r sell fat 
£130 o.n.o. Tel. 0425-32936, ask far Mark 

BO0 SYSTEM; 4BK computer, SID and 
1050 disk drives, 850 interface module, 
410 cassette, loach tablet wLth Atari Artist, 
plus various Other software, £400. Tel. 
(D256)-4 73-246, evenings please 

MAGAZINES: Atari User,. November 19*5 
to l^ovember 1968 and others, 47 maga- 
zines ■ 421. Books;- Homework Helper. £2; 
Guide To &0OXL/BD0XL, £2.10. Hardware:- 
Atarl Joystick. £2.25, Tel, ■0444V4S9SS1 

ST SYSTEM: 5205TFM, £200. Trinity, 
STOS, compilations, Borrowed Time, 
Degas Elite and PD disks, all originals, 
£2S the lot! Phone Pee on (0865)^12903 

XL SYSTEM; BOOXL, tape recorder, touch 
tablet, many games and cartridges. Good 
working order, still boxed and worth aver 
£300 new, will sell for £150 o.n.o. Tel, 
Q97B-35S31B 

XL SYSTEM: 60QXL and 1010 data recor- 
der {broken pause key) plus Cheetah 125 
joystick with autoflre and Over £.300 worth 
Of software. Will sell for £180 o.n.o. Tel. 
Wakefield (0924)-382O31 

XL SYSTEM; BOOXL with 1050 disc drive 
Fitted with US Doubler (t SporTados, 102* 
printer, mint condition Still In boxes, 
Complete with the following software; 
Mini Office 2, 10-Plint. Turbo Basic, Atari 
Writer, Starquoke and lois of PD/Page 6 
maaailne disks; hardware complete with 
■covers, £250. Tel. 027B-4589O0 after 6pm 

XL PLUS S/W: SurpLus SOOXL. £30; 
DOS2.0 manual, £2.50; Mini Office II, £6; 
Archon, £3: Transpac r 46; Disk Crusher, 
£3; Gauntlet, 44; Hardball, £2 50; Leader- 
hoard Tournament, £2.50; Pole Position, 
£2; Winter Olympiad B8, £5; Compute's 
First Book of Atari, £3; Inside Atari DOS, 
£3. All software is original, willing to 
swap all software for Mapping me Atari & 
De Re atari. Write to: Mark. 23 Saturn 
Close, LordshjH, Southampton. SOl 8BD 

XI. SYS I KM: W0XL with brand new 
\( ". 2 di 1 1 ii : i >n:i i.t joysticks wi th cve r J OG 
aomes. Bargain at £150 o.n.o. Tel. 
{0443-B5)-3691 

XE SYSTEM; 130XE. 1050 disk drive with 
Happy. 1020 printer plotter, printer inler- 
face. Many original d(sks r cartridges and 
books, £300 O.n-O. Phone; 0689-27596 
(evenings) urn I risk lur David 

XE SYSTEM; 130XE computer.. £100; 
1050 disk drive with s)w and storage host , 
£120; 72 x 5.2S disks and lockable storage 
box. Basic XE and disk, printer interface, 
first 2 vols of Atari User and other books. 
Atari Writer plus disk. Buyer collects. Tel. 
(0406J-Z6150 



XE/XL SYSTEM! 130XE, SOOXL, 1050 
disk drive, StLkosha printer, Graphic inter- 
face, touch tablet, plus lots of software too 
numerous to list fdlsk k tape). Will split. 
Often. Tel. Q76B 3-52091 

XL SYSTEM: SOOXL with 1050 disk drive, 
1029 printer, plus Mini Of/Ice 2 and prin- 
ter software, many games fir utilities, 
£200. Phone 0942-B91779 (near Man. 
Chester) 

XE SYSTEM: 13DXE computer with 1050 
disk drive, 1027 printer, 1010 tape and 
1020 plotter, including 4 JtoM games and 
a collection (40+) of software {business 
and games). All with original boxes, fage 
6 magazines, paper, joystick, only £300, 
» lint come ... Tel: 0372-3 742ZB (Leath- 
erhead, must be able to collect) 

XL SYSTEM: BOOXL, 1050 disk drive, 
1027 printer, Atari Writer, Silent Butltr, 
games, joystick, blank disk*, £190 o.n.o. 
Phone 021 -551 '3 751 

ST SYSTEM: 520STFM, with mouse and 
|aysdck. Excellent condition, only £250 
o.n-o. Phone Richard on Rotherham 

(0709)^641«6 

XC12 DATA CASSETTE: Only £15 O.n.o 
plus£l post. Standard Atori joystick. 
£2.00, post free. Some original cassette 
games far SQp. YESSOp!, also hundreds of 
cassette holders :'or free. Contact Garry 
Crawford, 61 Kenmount Drive, Kennolay, 
Fife, Scotland, KYB SL5 or drop in any 
tlmel 

XL SYSTEM: sooxl with 1050 disc drive, 
data recorder and joystick. 20 games cas- 
settes, 1 ROM and 7 disks including Flight 
Simulator II and Silicon Dreams. Also 40 
disks in lockable box, 10 cassettes, 130XE 
handbook and loads of magazines. £175- 
Phone Brian on 0291-423337 

CIRCUIT BOARD: For 1027 printer (no 
mechanical parts), case and P.S.U, Any 
□ffers? Buyer collects, {Salisbury), Tel. 
0722-7441*2 

XL SYSTEM; BOOXL, 1050 disk drive, 
boxed and as new, 7 boc ks Including 
Mapping the Atari, 2 games, joystick, 
ROM assembler cartridge, Turbo Basle 
and 20 magazines (Atari User, Page 6, 
etc;. Write to P. MonK i:»A CTCinLcigb 
Road. Southboume. Bourriemouth, Dorset, 
BH6 SJN 

SPtECK SYNTHESISERS: Page 6 speech 
synthesiser, ready built, £17; Maplin 
Wordmaker speech synthesiser (uses 
whole words for a better quality speech 
output); £25.. Logic Probe. £6 Td 
O502-5&6026 



WANTED 



INSTRUCTIONS: For iynossembler 
Assembler, olso one Atari User binder. 
Ulna, Harry Ort 07B7-473136 

DOS GUIDE: An Introduction to Che Atari 
Disk Operating System. £10 for original 
guidebook; £5 for complete pholostat 
copy. Phone Keith Markkmd On 
0943-600413 (llkley) 

ST/AMIGA FORMAT; Magazine num- 
bers 2. 4 ft 5 with disks (or will supply 
< iwri bl ij n ksi Cover pnee or less £ ] .00 
(own disks), plus postage. Phone Howard * 
0423-879533 after 6pm or weekends 

ALTERNATE REALITY; Could someone 
please sell me l>isi 2 of Alternate reality- 
:Th* City? Any reasonable price paid. Call 
oyOK.7fi930 and ask for David 



More CONTACT overleaf 
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extra 



WANTED I | PENPALS 



80 COLUMNS: Anyone knfjw erf on 
BO-tulumn utility or ROM which wtlL work 
with Superscript on the BQOXL? Phone 
Peter on Q625-207S2 

HELP1: Has anyone got the Instruction 
monuQ] for the 1020 Atari printer? Con- 
1,1:- I'oul Chandki un (W.S.V4 25022 (Glut- 
ton. Essex) 

MtMOHV UPGRADE: For 1 he 8£lO sys- 
tem or iniormotlon on where ki [jure hu^e 
one. Tel. (O733)-2703&° after 6pm 

J5*K DRAM CHIPS; New ot s&condhund 
fjmul he working!). Up lo B needed. 
Hrii-.TMilik- price paid. Also., help needed 
with ROBObo XL board. My An Ik chip If; 
G014B87 but instructions onJymtnlion 
CO 12296 and COZ1697 - how do I confi- 
gure the Rumbo hoard? (My SOOXL has a 
jacketed Rev. A PCB)- Is the Rombo XL 
compatible with the O-S. controller curd? 
Contact: Gavin Moran, 1 S Roemlll Walk, 
Limavadty r Co. Deny r N. Irtkxnd, BT49 9B| 
or Tel: 0504? H5S4&S at weekends 

DISK DRIVES: One or more drives., work- 
Lno or broken but preferably STD - nu 
Hoppy mods, *tc. Wand to gel hands on cit 
least four before (hey die out! Write first 
inslcmce stating conditio^ - and price - IF 
O.K. I will collect. Conlatt; tJautj Brock, 57 
Stonehouse Road, Boldmere, Sutton Cai- 
dfield. West Midlands. B73 6LL 

DISK DRIVE; 105O wanted, wilL pay 
aood price. Tel. 0610-213574 

LISI INGS HELP; Cet-il-riyht i hecksum 
desperately needed for listings In Atari 
User prior to Nov. 67. Can urvyone help 
me oul with either q tape or disk copy, or 
a print-out or photo-copy of the listing? 
Please note thai the version needed Is 
NOT GIR 11 but (he earlier one which 
appeared in the Auy. Afi issue. Mike Fur- 
fltt, 1 1 Lamford Close.. London N17 

CAML HKl.P: My name is Mur/nuk. look- 
ing lor someone to help me how to reach 
the final stuye in the Strip Pukei yarne, 
and if there if. u program which «jm ^Iujw 
the screens and print them. I welcome 
anybody who would lite to write to me 
Marzauk. PO Box 636. Ohahran Airport, 
n<i$2. 5audi Arabiu 

PRIN1 t.K. 1029 In good eondStlon with 
manual,, paper ond ribbon(s), Telephone: 
Paul on 0274-rtl.SVyA after 6pm 

PRINTER: 1029 with manual. Phone 
0203-44 1832 after 6pm 

DISK DRIVE: 1050 or similar ond manu- 
al, for 600XL and info on extra*, peripher- 
als, etc Sensible prices paid. Tel. 
01-223-1B57 

ANALOG MAGAZINE: Issue 29, will puy 
irl I cosls/or sway. muyu/.Jir's m vowu nv 
(will accept photo-copy), Contact P.|. 
Kitrans, fk, STewfield Cstale, Oroaheda, 
County Louth, Ireland 

ATARI USER: Specific issue required ■ 
September 13H5- Article covering a 
graphics B screen dump for the 1029 prin- 
ter, needed to convert a 3D program and 
enable me to prinl my drawings. Mr. R.5, 
Smith, 2fi Balfour Road, Dover, Kent. 
CT16 2NQ 



&-BIT POWER!: If you still believe in the 
B-bit Atari contact me. I'm one of those 
guys who still thinks that 8-bit Atari are 
the best computers to have at home- I 
own a BCCXL ond .i 1D50 disk driv? I'm 
into adventures ond shoal-em-ups. Anto- 
nio Santos, Rua Don ]ose Carcamolobo 
41, l^uradio. 2630 Barrel ro. PORTUGAL 

XL USER: My name is David. I have an 
SOOXL, 1050 disk drive, 1010 tape unit 
and a 1029 printer. I am interested 1n all 
types of software, adventures., urcude 
games., etc. AIL letters answered. Write to 
David Foggin. 49 lohnsou Street, Lower 
Hapten, Mlriield, W. Yorks. WF14 -8PQ 

ST PENPALS: Wanted to swap hints, Info 
on mostly any adventures. I have com- 
pleted a number of adventure ycimei. All 
letters will be answered. Contact TjC Slnc- 
la1r r 265, Colder Street, Gavanhill, Glus- 
yow r G42 7QG. (041-423-2856) 

ST USERS: 1 own an 5T ond would like to 
swap lips and lists with penpals any- 
where. All kTters answered. Please write to 
Mj^jeune olti:ss the ocean! Paufctl? 
Poshan, 13 Bkutk IVjnrLdge Run. Spurland, 
Illinois 61565. U.S.A 

XI. PENPALS: I would like to hear From 
8-blt enthusiasts from all Owt the world to 
swap hints, ideas and programs. I am 14 
yours old <jnd have an S00XI with 10 10 
cassette deck. Please write to: Lee Stark, t 
ftroadmeadow Green, Stowlawn, Bilston, 
West Midlands. WV1 4 0HU 

XE PENPALS: 1 have yOt an XL and 
would love to hear From anyone, any- 
where. So yet a pen and paper ond write 
to me quick! Oeraldine Kinune, lemple- 
noe, Grtervane, Tipperary, County Ttpper- 
ary, Ireland 

a BIT USERS: Northern Ireland area; 
please contact me with a view to setting 
up a N l. fi-bit user group. Write to Gavan 
Morun, 1& ftoemill Walk, Limovgdy, Co. 
Derry, BT1° Q B] or Tel. 050-47-63465 at 
weekends. Help support your Atari In 
Northern Ireland! 

XL/XE PENPALS: Hello* I would like to 
hear from any B-bit user who is interested 
in gamma and/or programming. 1 have a 
65XE, XC 1 2 and many games. All Letters 
will be answered. Please write r Including 
your game* list, to: AmjLd Nuiai, 53 ClifFe 
Street, Keighley, West Yorkshire, BD21 2LT 

YOUNG ST USERS: I am 12 years old 
and interested in most ST games, especial- 
ly Defender OF The Crown , Galdregon's 
Domain and some good a rcade games. I 
wuuld like to write to anyone with similar 
interests anywhere in the world. Wnle lo 
Tim at 32 Merrlvale Road. Rising Brook, 
Stafford, Staffs. ST17 9EB 

HHJT PENPALS; Contact wanted with 
uny ii-hit users. 1 have a 130XE and 3050 
disk drive. I wish to swap hints, tips, etc. 
All letlers answered. Write to; Derek, 1 
Bidwell Hill, Houghton Regis. Dunstable. 
Beds. LU5 SDR 



i'k-ase keep your notices for 
CONTACT as short as possible 
otherwise we may be forced lo omit 
them or severely edit thrrn 



ARE YOU MISSING OUT? 

You've g.tjl lots of questions about yuur computer bul don't 
know who to ask r We do! Youfr€ not sure which software is best 
for your application! We do! You'd like to keep up to date with 
new releases rind be sure they are a good buy, bul who's going to 
tell you' J We will! You would love in uel lo know other Atari 
enthusiast5 h bui you don't know how! We do! You want to get 
some of that Public Domain" software you've he&rd about, but 
where from? We know! You don't want to feel tike you're the 
only Alari owner in the world, bul where can you turn too! Welk 
we can help! Great, bul who are you?? 

We are the largest (and oldest) Atari Computer Owners Club 
in the U.K. For just £5.00 per year you get help, assistance, hints, 
lips, friends, pen pals, access to PD soltware, up to date 
information, games, utilities, hardware projects, software 
reviews, programming tutorials, and a glossy club magazine 
every quarter. 

A club magazine as well!! One of those photocopied things 
that is unreadable, eh r Well no, it's professionally produced, jusl 
like this magazine you're reading. It's called MONITOR, you may 
have heard of it? Yes, friends of mine have read it and say it's 
great 1 How do J joiri the club rind iia: my copy ot MONITOR'' 
Easy just send a cheque or postal order for £5. 00 to the address 
below requesting a four issue subscription. Overseas 
membership is £8.00 i surface ) or £ 1 2 .00 (Airmail ) . 

You won't be disappointed !f 

The U.K. Atari Computer Owners Club 
P.O. Box 213.Southend-on-Sea, Essex, SSI 2QF 

Independent User Group 



UPDA TE 



SUNPLOTTER (ISSUE 37): We tried this program with 
Turbo Basic before publishing it ond found that the PMG's did 
not work. Thanks then to P. Workman from Birmingham who 
wrote in with a fix. Change the 17th data statement in line 
2270 from 138 to 170. Works a treat but it still doesn't work as o 
compiled Turbo program. 

TURBO BASIC: Ghislaln De Graeve from Belgium has 
given us a great hint on TURBO BASIC. Going to DOS meant 
that you have had lo re-boot but if you have MEM.SAV on your 
tJisk and select item M from the DOS menu and enter the 
uddress 2080 r hey presto, you are back to Turbo Basic! 

AMAZING (ISSUE 37): Several readers have written to 
say that this gives Error 3 at line 500 when exiting the third 
screen. We haven't had time to solve this yet r anyone got o fix? 

BLASTCOM (ISSUE 37): 1 he program does work as 
listed but several readers had problems in tracking down errors 
in their typing, Blair Sutton wrote to point out that line 2S0 
should be amended to 

260 FOR LIirai=4 10 TO 1 390 STEP 1 0 

Lt does not make any difference if you type the program 
correctly but if you have an error r then the program will tell you 
the error is in totally the wrong place I The program had 
obviously been renumbered and shows the perils of renumber- 
ing a working listing unless you are very, very careful 



CONTACT is f m l of charge ond may be used by any genuine 
Aluri enthusiast i»w contacting nthef owners. Any notice may 
ht: included excvpl those offering software only for sale ot 
exchange or ihnx* offering iU'mx for sa|e com mere Lolly. The 
Ldilor reserve* Ihr right to omit any notice received at his 
discretion 

Send your COWTACI notice U* CONTACT, VMM 6, P.O. Box ^4 
Stafford, ST I ft I1)K. Please writ* your notice on. a separata 
sheet of paper, not as part of a letter. 
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8-BIT GAMES - 8-BIT GAMES ... 8-BIT GAMES 



BEST SINCE STAR RAIDERS! 



Prepare for some exciting news! Atari 
have produced a brilliant new game that 
can only be described as their BEST EVER 
8-bit release since the legendary Star Raid- 
ers!! TIGER ATTACK is a conversion of the 
coin-op arcade game Flying Shark which 
runs along similar lines to the older arcade 
hit T942 r . If you've experienced Red Rat's 
Screaming Wings then you'll know what 
this game is all ubout. 

It's a vertically scrolling shoot 'em upset 
in the closing months of the Second World 
War, Allied Fighter Command have called 
upon you - an ace combat pilot - to flush 
out the remaining Japanese forces from 
the jungles and islands of the South Paci- 
fic. Your mission is to skilfully pilot a small 
aircraft through the treacherous war-zone 
and pulverise as many of the enemy's 
fighters, tanks und gun emplacements as 
possible. The battle Is viewed from directly 



Title: TIGER ATTACK 
Publisher: Atari Corp, 
Price: £7.99 on cassette. 
Players: 1/2 
Control: Joystick (s) 



overhead, with your plane initially located 
in the centre of the display. In addition to 
the continuous vertical scrolling, there's a 
small amount of horizontal scrolling loo. 
Your plane can move quickly to any posi- 
tion on the screen, an ability you'll be glad 
of once the endless waves of Japanese 
fighter planes commence their relentless 
attacks! 

As in most games of this type, Smart 
bombs are available lor escaping from 
those really tricky situations when all else 
has failed. Bad news for anyone who is 
hoping to give their autofire joystick a 
work-out is that the bombs here are laun- 
ched by a combination of joystick move- 
ment and trigger press, making it all too 
easy to fire one inadvertently. I suspect 
that the more traditional space bar 
approach was avoided so as not to dis- 
appoint XE games system owners who 
might not have a keyboard. Extra bombs 
are obtainable by flying over r B J symbols, 
and it's also possible to increase your fire 
power by similarly collecting 'S r capsules. 
Very useful these! 

One or two player modes are selectable 
from the title screen, as is the number of 
joysticks to be used in a two player game. 



1 nr. 0021 50 i-tUtsfll «Clf1«3f)l 



You can also opt for either music or sound 
effects to accompany the action - both are 
excellent, although I preferred the music 
which seemed to add considerable atmos- 
phere to the game. Sharp, detailed 
graphics are a feature of Tiger Attack that 
contributes greatly to an overall high stan- 
dard of presentation. A htyhscore table is 
included to round off a list of good fea- 
tures that all add up to form a treme- 
ndously enjoyable and addictive piece of 
software. 

Although it's more expensive than many 
other games currently on the market, I 
believe the price is fully justified by the 
superlative quality of the end product Re- 
member that ST owners are paying £25 for 
a similar game and you'll realise that 
Tiger Attack is a bargain just too good to 
miss. Highly recommended! 

Paul Kixon 



GO AWAY AND FIGHT IT OUT 



NUCLEUS is the first in a new line of 
budget priced software from Atari Corpor- 
ation that is to include both existing and 
previously unseen titles under the com- 
mon label of 'Atari Action Games'. 

Although it's essentially yet another 
variation of the ever-popular shoot 'era up 
theme, the design is actually quite origin- 
al. We're told that inter-planetary warfare 
has been prohibited by the ruling Inteiga- 
lactic Federation and that all disputes 
must now be resolved at a distant region 
of the galaxy known as the OMAC combat 
arena. Not surprisingly, this arena is the 
setting for a game in which you attempt 
to defeat an alien aggressor. If you can't 
find a suitable human opponent then a 
computerised alternative is willingly 
supplied. 

The competing space craft are located at 
opposite edges of a single screen, each 
accompanied by a forcefield on one side 
and a protective Titanium shield on the 
other, The craft are restricted to vertical 
movement only but they can also fire 
energy bolts at nuclear satellites floating 
around in the area between them. The 
general idea is to persistently bombard the 
satellites with missiles until they eventual- 
ly begin to disintegrate into several smal- 
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ler pieces and, finally, into a nucleus 
which can be directed at a player's Tita- 
nium Shield. The resulting collision causes 
a small hole to appear in the shield, and 
if the opponent can direct a satellite 
through this gap and into the player's 
forcefield, the battle is over. 

It may not sound like one of the most 
exciting games around but in fact it rums 
out to be a strangely addictive experience 
where one player can do alt the work, only 
to see the opponent receive all the benefit 
by a sudden and unexpected turn of for- 
tune. It's simply impossible to predict a 
winner right up until the very last mo- 
ment t and when that moment comes, 
you'll immediately want another go to 



prove that it wasn't just a fluke! The com- 
puter is reasonably easy to beat on the 
lower levels but four difficulty settings are 
provided, ensuring a suitable challenge for 
players of all abilities. Unfortunately, there 
appears to be no automatic progression 
onto the higher levels once a battle has 
been won - the game simply stops, regard- 
less of the victor. One hopes that this is 
only a characteristic of the pre-release re- 
view copy. 

Sound is somewhat reminiscent of Atari's 
early S-bit efforts - rather a disappoint- 
ment after the super effects of Thunderfox, 
Graphics are generally pleasant - mainly 
thanks to a scrolling starscape background 
which, together with the nicely animated 
satellites, forms the bulk of the visual dis- 
play. Nucleus is an original, challenging 
and above all, immensely addictive game 
that seems particularly enjoyable in two 
player mode. It's nice to see something 
new from Atari and at a sensible price too! 

Paul Rixon 



Title: NUCLEUS 
Publisher: Atari Corp. 
Price: £2,99 on cassette 
Players: 1/2 
Control: joystick 



New Atari User - J.ttuc 3R 37 



8-BIT GAMES - 8-BIT GAMES ... 8-BIT GAMES 



■II 



GAME ON ..THROW THEM ARROWS 



Darts buffs are in tor □ treat with this 
newest addition to Zeppelin's budget range 
- JOCKY WILSON'S DARTS CHALLENGE is 
packed with a host of features and options 
unsurpassed by any previous simulation of 
Its kind. 

First thing to make clear is that it's defi- 
nitely not aimed at anyone who isn't 
reasonably adept with a |oyslick. You 
don't need to be an ace darts player, but 
you do need the ability to manipulate a 
tiny dart symbol that moves continuously 
in o most erratic fashion - generally in the 
opposite direction to the one you are 
trying to coax it into! It makes Mastertro* 
nic's '180' seem like a nursery school 
exercise!! 

There are basically three modes of play, 
each with further options that are initial- 
ised via a novel icon selection screen. 



Title: JOCKY WILSON S 
DARTS CHALLENGE 
Publisher: Zeppelin Games 
Price: £2.99 on cassette 
Players: 1/4 with Joystick 




Tournament mode enables up to four 
players (who must share a single joystick) 
to compete against a variety of computer 
generated opponents before a final con- 
frontation between the remaining player 
and Jocky Wilson himself. Round the 
Clock mode serves us a useful practice 
facility as you try to hit each sector of the 
board in numerical order in the shortest 
possible time. To complicate matters, you 
can instruct the computer to accept trebles, 
doubles, singles or any number as a valid 
'hit'. If you simply want a standard game 
against a human opponent, you can moke 
use of the Head to Head option. A further 
choice in this section is the number of sets 
over which you intend the game to last 



up to a maximum of four. 
For anyone not too sure about the mathe- 
matics involved in determining the quick- 
est or easiest way to finish,, there's an 
optional tutor that informs you of a suit- 
able score to attempt. Whether you can 
actually get the dart to go anywhere near 
that recommendation is of course an en- 
tirely different matter! Some alternative 
levels of difficulty might have been a good 
idea- 
Play centres around a high resolution dart 
board, but when it's the computer's go r the 
display changes to an overhead view of 
the proceedings, in a similar colouring to 
the corresponding screen in 180'. Superb 
is an accurate description of the graphics 
throughout. One aspect of Dans Challenge 
conspicuous by its absence is, surprisingly, 
sound! After a brilliant opening composi- 
tion, an eerie silence descends upon the 
game and there isn't so much as a beep 
until you next return to the title page. Not 
like a Zeppelin game at oil! 
A final point to note is that the loading 
time from cassette is around twenty mi- 
nutes! If you're mad about darts you will 
surely find it worth the wait but I do think 
that software of this nature should be 
available on disk if it's to appeal to games 
players in general. Are you listening 
Zeppelin?! 

Pauk Faxon 



PLAYING IN THE SNOW 




Anco are back - after almost, three years 
- with their second release for the Atari 
B-bit - WINTER EVENTS. Just the thing for 
a warm summer evening! 

It begins in the traditional fashion with 
an athlete lighting a flame to herald the 
start of competition. You can choose to 
either practice or compete in any or all of 
the available events, by yourself or with 
up to three other players. Each is required 
to select a nationality from ten alterna- 
tives supplied - a novelty that soon wears 
off and unfortunately, you can't skip over 
it but have to wait for the playing of each 
appropriate national anthem. 

There are five events - Speed Skating, Ski 
Jump, Ski lorn, Bobsled and Biathlon. 
Thankfully, there isn't too much of an 
emphasis on that destructive joystick wag- 
gling ussociuted with older sports simula- 
tions such as Decathlon. In the Speed Skat- 
ing event for instance, it's important to 



keep the joystick moving at a steady rate 
rather than a particularly fast one. The 
objective here is to skate a distance of 300 
metres in the quickest possible time. Not 
one of the most rivetting experiences this, 
but animation of the skier is well done 
and sound is good too - as in all the 
events, a super tune plays prior to the start 
of any action, A similar joystick technique 
applies in the Biathlon. After contending 
with severul screens of snow-bound scen- 
ery, you arrive at a shooting range and 
must aim to hit five small targets with an 
equal number of shots. 

The Slalom will appeal to those people 
who like to exercise their reflexes. As you'd 
expect, it involves steering a skier - who is 
viewed from behind - through a series of 
gates at break-neck speed. This can be 
adjusted to suit your steering ability but 
miss more than three gates and you face 
disqualification. In the Ski Jump your aim 
is, obviously , to jump as far as possible but 
there are points awarded for 'style' too as 
you try to match your posture against an 
'ideal' image displayed alongside through- 
out the jump. Graphics in this section are 
excellent. Last of all is my personal 
favourite of the five events - the Bobsled- 



Here, a split screen depicts an overhead 
perspective of the twisting course plus an 
end view of your bob as it hurtles through 
the ice at an ever-increasina velocity. It's 
an enjoyable, but admittedly not toodiffi 
cult experience. 

In case you've developed a feeling of deja 
vu, I can assure you that Winter Events is 
NOT a re-release of Tynesoft's Winter 
Olympiad J 88, although the two are re- 
markably similar in content. Tynesoft's 
game beats Anco's in the graphics depart- 
ment, but then it is also more expensive. 
Winter • Events has good music, plenty to 
keep you occupied and enables the whole 
family to participate - a splendid effort 
from Anco! 

Paul Rixon 



Title: WINTER EVENTS 

Publisher: Anco 

Price: £7.95 cass./£9.95 disk 

Players: 1/4 

Control: Joystick and 

Keyboard 
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SIX YEARS WITHOUT A BLAST | TJlfffiiTI 



J It has been six years since you took on 
the alien fleet single handed, obliterating 
their asteroid bases, turning their mother- 
ships into expanding clouds of vapour, 
grabbing those pieces of extra hardware 
for your trusty ship. Those were the days,..' 

But just when you thought is was safe to 
take a shower, the mighty Interga lactic 
Federation have called you up from retire- 
ment and insist that you embark on a new 
deadly mission. It seems that enemy forces 
have captured Tanium - the second most 
strategically important planet this side of 
the San volg rani Rift and - yep, you gues- 
sed it folks! - it's a chance to climb aboard 
your Quariad Stealth Fighter and give 
those meanies hell!! 

As you might have realised by now, 
Players' TANIUM is a fast-paced action 
shoot em up of the horizontally scrolling 
variety 



Title: TANIUM 
Publisher: Players 
Price: £1,99 
Players: 1/2 
Control: Joystick (s) 



- but don't stop reading yet, a* it includes 
one or two features that you probably 
won't have encountered before. The main 
difference is the unusual control of your 
Stealth Fighter, which is viewed in not one 
but two alternative perspectives via a split 
scrolling display. In the upper half there's 
a bird's eye picture of the action so you 
can line up with oncoming enemy ships 
by a sideways movement of the joystick. 
Underneath is a corresponding side-on 
view and here you control the ship's alti- 
tude in order both to intercept the nasties 
and to avoid various static obstacles - all 
cunningly devised to make your chances 
of survival pretty remote. On the higher 
levels, further obstacles are added in both 
perspectives, making life very tricky 
indeed! 

It's no simple task trying to simultaneous- 
ly manage both aspects of your craft's 
position hat mastering the necessary tech- 
nique is essential if you are to progress any 
further than the first of the ten pre-select- 
able levels available, let alone obtain a 
place in the highscore table! 

The author appears to have made every 
effort to incorporate 'user friendliness' into 
the game wherever possible - something I 
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particularly appreciate. For instance, 
there's a demo mode to show you how it 
ought to be done and you also have the 
ability to abort the mission at any time,, 
still retaining your current score. Sound 
effects throughout are of a very high stan- 
dard and two pieces of music accompany 
the title screen and highscore table respec- 
tively, Graphics ore also very well designed 
with some clever shading of the kind 
found in similar shoot em ups such as 
Mirax Force and Thunderfox. The speed of 
play is not affected by the large amount 
of movement on each screen - both scroll- 
ing and animation are perfectly smooth. 

Tunium has been around for quite a 
while now so If you missed it and are J into" 
zapping things then be sure to make 
amends at the earliest opportunity. Players 
are offering terrific value for money. 

Paul Rixon 



STEP ASIDE MR RUBIK 



He re .s a chuhenqv tor all Ihose meya- 
minded logic fanatics out there whose ta- 
lents include such things as being able to 
solve a Rubik's Cube in less time than it 
lakes the rest of us to remove it from the 
box! COUNTER-SLOT is the name of a 
computerised version of a similarly mind- 
boggling puzzle from a small 'indepen- 
dent' software publisher called Amethyst 
Software. Amethyst appear to specialise in 
games of this type and a feature of their 
budget priced publications is that they all 
come supplied on a TDK C60 cassette, so 
even if you can't stand the program, 
you've still bought something useful! 

The aim is reasonably straightforward 
(isn't it always?). All you have to do is 
rearrange 1 sixteen multicoloured tiles into 
a specified order in as few moves as possi- 
ble. Each row is labelled with a number, 
one to four, and each column with a col- 
our (the Atari defaults). The tiles are simi- 
larly numbered and coloured leaving you 
in no doubt as to their intended positions. 
There's also an extra tile to help you get 
started - at least I think that's what it s for! 
The top and bottom rows are left clear so 
that you can slide the entire columns 
either up or down and additionally move 
the top or bottom tile in any particular 




column onto any of the three remaining 
columns. It s easier to play than it is to 
explain, but completing it is something 
different again! 

Should you finally solve the puzzle, you'll 
be informed that the game was especially 
designed to push those who attempted it to 

anger, frustration and eventually, mad- 
ness". Personally I think the music' accom- 
panying the rather lengthy and unfortun- 
ately unavoidable opening sequence is the 
only thing likely to do that!' Also slightly 
annoying is the fqct that once you have 
solved it, you have to re-boot the cassette 
if you want to play again. On second 
thoughts, perhaps the chances that you'll 
want another go are pretty remote 



anyway! 

Well, what else can I say about Counter- 
Slot? It s an interesting puzzle. Its not 
what you'd call an outstanding feat of 
programming by any stretch of the imagi- 
nation but then, not everyone likes blast- 
ing aliens and this could be the ideal 
game for them. If you're a fan oi those 
sliding tile picture puzzles or if you're one 
who marvels over inventions from the 
likes of Mr Rubik then it's definitely up 
your street. Unlike the famous cube, you 
can't of course 'solve' it by prising the 
pieces apart with a screwdriver! It takes 
skill, logic, and above all, patience to 
crack the Counter-Slot puzzle. 

You are unlikely to find Counter- Slot in 
the shops but it's availuble direct from 
Amethyst Software whose advertisement 
you will find among the pages of this 
magazine. 

Paul Rixon 



Title: COUIVTER SLOT 
Publisher: Amethyst Software 
Price: £4.99 
Players: 1 
Control: Joystick 
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A TUTORIAL SERIES BY GORDON CAMERON 



MORE POWER TO 
YOUR GRAPHICS 



I d like to start this issue by thanking all those 
who wrote to me in response to the first articles. 
It's great to know that someone actually bothers 
to read what I write! It's always interesting to 
know what you think so, please, continue to 
write to me r and I'll reply as soon as 1 can. Many 
of you have asked where you can get the Lan- 
guage- It's available from most PO Libraries, but 
PAGE 6 supply the language, compiler, and short 
guide from their Accessory Shop for the very 
reasonable price of £3-95 (see inside front cover). 
Dennis Fogarty of Salisbury wrote with his com- 
ments and ideas, both of which I appreciated 
immensely- Mr. Fogarty suggests that I devote 
some space to readers ' queries each issue, and I 
agree thai this is a good idea. I hope lo start this 
when 1 get □ few more questions, so I can bundle 
them together in one article, 
If you remember, I said that it was necessary to 
reboot Turbo Basic after entering DOS. Another 
reader, John Carter, reckons that this is not so. In 
his own words, To return to TB after formatting 
etc, choose option M and type in 2080'. Unfor- 
tunately, this doesn't seem to work on my 800X1- 
Perhaps it does on other machines? (It works on 
the 1 30XE but the start address will be a few 
bytes different on' the XL, perhaps someone can 
work it out? Ed.) Incidentally, Mr.Carter hails 
from The Hague in The Netherlands and informs 
me that T6 is, and has been for some years, very 
popular on the continent, Perhaps some other of 
our foreign friends would like to write, to add to 
the intern utional flavour ? 
Anyway, on to the business at hand ... 

TURBO BASIC and GRAPHICS 

As well as supporting the standard 'Basic' Atari 
graphics functions, Turbo Basic also supplies us 
with 6 more commands to play with, Circles, 
ellipses and 'true' circles can be constructed. A 
command is supplied to clear the screen easily, 
and three instructions are included which can be 
used to Fill in shapes. Text can be displayed on 
screen in graphics modes, and I Finish off with 
an instruction which, although not strictly a 
graphics one, is ideal for that purpose. 
Listings 1 and 2 show the following commands 
in action. In listing 2, START/SELECT scrolls the 
screen, whilst OPTION and the space bar per- 
form special effects! 

DRAWING CIRCLES, ELLIPSES, 
AND TRUE CIRCLES 

At last - a way of drawing circles easily! The 
command works In any of the graphics mode, 
and has the format CIRCLE X, Y. R where X and 



In this instalment Gordon 

Cameron discusses the 
CIRCLE; FCOLOR, FILLTO 
and PAINT commands and 
provides examples of these 
combined with the powerful 
MOVE command 



Y are the coordinates of the circle's centre, and R is the radius. 
So, for example, if you choose COLOR 1 in graphics mode S, 
then CIRCLE 160, 96, 75 will draw a circle with radius 75 in the 
middle of the screen. 

If the radius you supply means that part of the circle will be off 
the screen, then don't worry! Turbo Basic will only draw the 
part(s) of the circle which is/arc visible, So r for example, if you 
tried CIRCLE 50, 50, 75 in GR.8 only the visible parts of the c ircle, 
which is too big for the screen, will be displayed 
The second form of the CIRCLE command has a fourth argu- 
ment, which allows you to choose different horizontal and vertic- 
al radii. Obviously, theoretically, a circle has a constant radius, 
so if you make the radius 'across-the-way J (horizontal) and the 
radius down-the-way' (vertical) different, then you get a skewed, 
or stretched circle, which is known as an ellipse. The format of 
the command is CIRCLE X, Y, HI. R2 with Rl being the HORI- 
ZONTAL radius, and R2 the vertical radius, So r in GR.8 
CIRCLE 160, 96, 45, 20 draws an ellipse in the middle of the 
screen with radius across 45, and radius down 20, whilst 
CIRCLE 160, 96, 20, 45 Is an ellipse with a HORIZONTAL radius 
of 20, and a vertical one of 45. If you make both the same, then 
you have a circle, so this Is the same as missing out the last 
argument, Le. if rl and r2 are equal, then CIRCLE x, y, rl r r2 is 
the same as CIRCLE x, y f rl. 

This leads me on to a bit of a moot point, When you use the 
circle command to draw circles you may not, in certain modes, 
get 'proper' circles! But how tan a circle not be a circle? Well, the 
circles that TB draws do indeed have the same radius in PIXELS 
all the way round. However, there are differing numbers of pixels 
across the screen and down, so pixels may not have the same 
width and height, and a distance of 50 pixels horizontally may 
be different to a distance of 50 pixels vertically, So your circle 
may appear stretched out of shape, and not a circle at all! 
In certain modes, this effect is not really noticeable, For exam- 
ple, in GR.8, there are 320 pixels across, and 192 down. The ratio 
320/192 is a good approximation to your TV ratio, and is 
therefore the correct shape, so circles appear as circles. In GR.9, 
however, there are 80 pixels across and 192 down. This is 
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rectunyular in the WRONG direction as regards the display! So 
circles seem to be skewed across the way to a very large extent. 
Try CIRCLE 40, 96, 35 ta see what I mean. 
It' you may want to display your circles us 'true' circles in, say, 
mode 9 r then a way to da this is to alter either the horizontal or 
vertical radius, keeping the other the same. If you keep the 
radius across the way a constant, then you want the vertical 
radius to be increased to compensate, as the pixels are longer 
than they are tall. So, you need more vertical pixels. How many 
more? Well, this depends on the dimensions of your display 
device. Experiment by multiplying the vertical radius by num- 
bers between 1 and 3 - CIRCLE 40, 96 r 35 r 35 *U 92/80) is an 
improvement over the earlier simple circle in GR.9, but I suggest 
you try far yourself, and take a look at Listing 2, which tries to 
draw near circles in that mode. 

Other modes may require you to multiply one of the radii by a 
different number. Practice makes perfect, is the only advice I can 
offer so try it out in different graphics modes. 

Never mind if you don't follow all of the above. The simple 
CIRCLE will work very nicely almost all of the time. 

CLEARING THE SCREEN 

At last - a simple way to cleaT the screen. Personally, this simple 
command is one of the most welcome commands to be included. 
In Atari Basic, you had to use PRINT CHR$(125) (or PRINT "<:up 
arrow> H ) to clear the screen. Now you need simply type CLS, and 
hey presto, the screen is cleared. 

A refinement is also included, in that if you open the screen as a 
channel, you can clear it by means of CLS #<channel number>. 
For example, say you have opened the screen in channel 5, then 
CLS #5 will clear the screen. 

FILLING ENCLOSED AREAS 

Turbo Basic allows you to easily fill in any circles, squares or 
any other shapes with the colour you want. Many of you may 



remember an obscure way of doing this in Atari Basic. You had 
to position the cursor inside the shape by using PQS. X, Y. Then, 
you issued the obscure command XIO 18, #6, 0, 0, 'S '. This filled 
the shape alright, but wasn't very descriptive or easy to 
remember. 

In Turbo Basic, you first choose the colour you want to fill with, 
using FCOLOR n, replacing n by the required colour. Then 
FILLTO x, y has the same effect as the Atari Basic POS followed 
by XIO, but it is a lot easier to follow. However, this fill is not 
perfect, as some shapes aren't filled properly. That is, giving a 
start point inside the shape is not a guarantee that it will 
completely fill the shape. Even slightly complex shapes present a 
problem for FILLTO, unless you know which points to choose, so 
TB provides us with another command PAINT x, y which does 
the same thing essentially, but uses a different, recursive algor- 
ithm. A quick example 

10 GR B 

£0 COLOR 1 

30 CIRCLE 160, 96 s 40 

40 FCOLOR 1 

You can now have a line 50 which either reads PAINT 160, 96 
or FILLTO 160, 96, Try both. Here you can see the weakness of 
FILLTO ■ it needs you to specify 'correct' point(s), otherwise the 
object won t be filled correctly. PAINT, on the other hand, just 
requires you to choose any point inside the shape. Try experime- 
nting with both on simple, and more complex objects to see their 
relative strengths and weaknesses, in terms of speed and per- 
formance, 

A word of warning. Both algorithms work by noting the hack- 
ground colour, and go an to change the start point you choose 
and consecutive neighbouring points of the same colour as the 
background with the new fill colour. If a pixel is a different colour 
from that of the background, it remains unchanged. So different 
colours act as a boundary. Make sure you enclose completely the 
area you want to fill, or the colour may spill/bleed to other parts 
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of the screen. You have been warned! 

PUTTING TEXT ON THE GRAPHICS SCREEN 

In Atari Basic, displaying text messages on GRAPHICS screens 
was difficult. This was a pity, as it meant that annotating 
graphs, diagrams and pictures was difficult. Not any morel 
Turbo Basic allows you to place a string of characters anywhere 
on the graphics screen. The format is TEXT x, y, texts, where (x, 
y) Is the top left comer of where the first character of text$ will be 
put. For example, In Graphics mode & 

10QR.B 
20 COLOR 1 

30 PLOT 0, &3: DRAWTO 319, 93: DRAWTO 319, 107 
40 DRAWTO 0, 107: DRAWTO 0, 93 
60 TEXT SO, 96, " Hello There foUtfl! 1 11 

Those of you in the know will no doubt realise that the text is 
'bit-blocked ' at the screen location given. The size of the text will 
differ from mode to mode, and some modes give interesting 
effects when you mix case and include inverse characters in the 
string to be displayed. Remember, TEXT is meant for graphic 
modes, as PRINT will do for text modes, I'll leave you to experi- 
ment yourselves. 

MOVING BITS OF THE SCREEN ABOUT! 

The MOVE command is more of a general command than a 
graphics one, though It Is very useful in the latter case for many 
things, including: 

* Moving chunks of the screen around (See Listing 2, and 
Program 1 from last issue's article) 

* Replicating bits of memory /graphics (See the screen 
fades in Listing 1) * 

* Simple animation, including page-flipping (a techni- 
que where the screen image is copied to the back- 
ground, altered., then switched back to the foreground 
again, and so on) - not within the scope of this articlel 

1 have used MOVE in quite a few of my programs without 
describing it, so I thought I'd better give a brief outline of what I 
am doing, If you don J t follow - DON J T WORRY, and just skip 
past this hit and the next section. I'M describe it fully in a future 
article - hopefully! 

What MOVE actually does is take a chunk of memory of a 
certain length in bytes and copies it to a new location. The actual 
format is 

MOVE source, destination, numbytes 

where source and destination are the addresses in memory 
where the 'chunk' comes from, and where it is going to be copied 
to, respectively, numbytes is the length of the 'chunk' in bytes. 

SOME TECHNICAL STUFF 

In graphics work r the source and destination addresses are 
actually places on the screen. To calculate the start of screen 
memory, use PEEK(88)4256*PEEK(89), or DPEEK(88) as your base. 
You then have to work out how many pixels there are in a byte. 
This varies from graphic mode to mode - Graphics 8 is what is 
known as bit-mapped, where each pixel corresponds to 1 bit. 
Other modes have colour, so it is not enough to say whether or 
not a point is set - the COLOUR of the point must be stored. So, 
in multi-colour modes, perhaps 4 bits are used to store each 
point (this arrongement can handle up to 16 colours). Ill stick 
with GR.8 for this example. There are S bits in a byte, so this 



mode has 8 pixels tn a byte. This is the smallest size segment that 
can be moved, so if you move the screen, it can move only in 
multiples of 8 pixels. The GR,8 screen is 320 pixels across, so it is 
40 (320/8) BYTES across. So, to move a screen line, the 3rd 
parameter of the MOVE command will be 40. All you have to do 
now Is to work out where your line is coming from, and where 
It's going to. You can choose any line In GR,8 by simply multi- 
plying the row number by 40 (the number of bytes in a row - 
remember?) t and adding this to the start of screen memory, So, 
to copy line 0 to line 1 In GR,S t you could do 

10 8TART-DFEEKC88) 

SO MOT/11 STABT, START+40, 40 

To copy from line 4 to 5: 

SO MQVE aTABT+C40*4) t 3TAET+C40"63, 40 

and so on .... 

Phewl! What am I on about ? Well, there is method In my 
madness, in that Listing 1 fades the screen by using the above 
method to copy a blank line (represented by 40 bytes, all with 
value 0) to different rows, blanking or fading out bits of the 
picture. This is the same as DRAWing a black line, but is a LOT 
faster, Try changing the program so that the fade procedures 
erase rows by drawing a black line and youl! see what I mean! 
Where does the move command get the blank line from 
though? Well, I've denned a string array of 40 in length, and 
filled It with zeroes. I then use the command ADR to And where 
the string is stored, I can treat this as a sequence of 40 bytes so it 
is, to all extents and purposes, a blank GR.8 line. These 40 bytes 
are then copied to the screen. Voila! The same technique can be 
applied to different screen modes, but, again, Til leave this to 
you as an exercise (1 sound like a teacher! 'Make sure it's bunded 
in on time'!). 

The entire screen scrolling effect in Listing 2 was achieved in a 
similar way. I'll maybe describe exactly how next issue. I'm sorry 
if I've lost some of you with a J technical' description, but there is 
no other way I could describe the technique, 

BACK TO REALITY 

To finish off this issue, some quick general commands. Remem- 
ber the Atari Basic function TRAP <lineno>? What this does is, 
when (or should I say if?) un error occurs, the proaram will jump 
to the line number given and continue from there. Turbo Basic 
also supports TRAP #label which will do exactly the same, but 
jump to a label rather than a line number. 

In addition., you can make use of the reserved variables ERR 
and ERL ERR contains the VALUE of the last error which 
occurred, whilst ERL lets you know of the line where it occurred. 
So, you could have 

10 TRAP #ERB0H 



9000 #ERRGR 
9005 GR-0 

9010 PRINT "ERROR ■ Number is ";ERR; " at line 
" ;ERL; " , " 

9020 STOP <or whatever* you want to do> 

That should be enough to be getting on with for this issue! Next 
time I hope to cover the new arithmetic commands, and some 
more general ones. Let me know if you want me to try and talk 
about anything that particularly interests you, and what you 
think. Write to me Gordon Cameron, c/o 13 Muir Bank, 
Scone, Perthshire PH2 6SZ, SCOTLAND. • 
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TURBO BASIC TUTORIAL Listing 2 



IL 1 PEH 



in 7 «£« 
»m a fi' e m 



NV J 15 

** T ifj mh'JC r*TBfl 

P7. so ejls 



tl 


TURBO B0 5T-C I U 1 ORXAL I 


n 


H 


by r.nrn4« C jmrorv 


M 


a 


for J*i£E 0 


H 


Bj 


LIMIWr. 2 


BT 


u 


STftftI KL^KE DHL f 


w 





1 H.V 



01 70 POSITION B,3:-> 



F-5 8* POSITION 7,0;? "flPTldN - '[sor 1 e 
ffi:t» 

*a posrriOH 7 , « ; -> '^Ftecr - scroll if 
p" 

<IF 144 POSITION 7 r lB:? "START - Scroll 
Pom" 

*B j Hi position r,iz:" "space Bounce 
s * #»c t" 

«K lie POSITTOM ti f lO:f "Pt^ss 4ny kfy, 

U& JLJQ WHILE IHKEV5- MEND 

UP 140 EHDPRdC: 

□ ¥ 150 " , « 

P* 1«4 , jL 

yfl 17* PRQC SPECIAL 

AC IBB SftlJHO 0,Z5S r 3.O 

N$t 1*0 FOP LO-OP-B TO 3044 ^TEF 4B 

Jft 200 MOVE t*lEft E * J 0 4 B •' L OOP , S T Aft I . L 0 0 
P 

■>! ZIO HOVE HMBB£*3e*B J -STftPT + ?6afl-L00 

P. LOOP 

7.P 1JB NEMT LOOP 

*Z 7 IB f ?rw LDDP-14 10 0 i TCP -1 

an 2*0 voumb e ,is&,i . loop: <iouHb i,js< 

«l i-SM 0OUHB I r JSP, ft , LOOP 

MO Jt6 POKE 704 j L D-QP L PflU^t fLOOP+?jy? 

£2 3-70 NtHT LOOP 

U* zsa BSOUHO 



«V INC-O 
UL IBB EMOPPOE 

a* 314 - 

OU 320 - - . ~ 

eo 330 phoc eoutice 

¥C 34 fl fttK LOOP-STQRT TO STAHfl'B&BB 31t 
P 40 

pr ISO HO U E M5C P LOOP, 

*V 100 «£MI LOOP 

« 3 7* FOR LO0P=S1ART*BE?B TU 1TARTM0 

STFP -40 
OL JOB HOWE Hit, LOOP i 1 1 ?i 

FN if a mbwf N«tRe^Lq0P-%faflT*j.BOO.L0o 

F* 1000, 40 
CM 400 HE. M T LOOP 

FOB 1 LOOP -a* TO IZ2B STEP 40 
MOUF HIE r S T fl B I * |_ BOP , 1120 

hove where tLaop-ta^Tanm OOP- 



■>f 410 

MB 4 711 

OF 4 39 

IV 44D 

LF 44S 

U N 4 S E E HBP BBC 

PO 4 6 a - 

PF */B 

lit 4 BO PBOC KEY 



NEMT LOOP 
I MC "ft 



PH tT* 0 £h fl ifs hgi ibj 
fw 70a dih Hits ii tzii 

II 710 HHFPE-AOe IFLIP«) 
AN ST20 MS fj - A &R f C* J 
H» 710 tflflPJ+ICV 10 

»9 741 FOR LD0P?0 TO 4 ? *FTCQL 0*. L0DP P B, 

B ; MEM T LOOP 
BI 750 jT CBT= tPECK [00 J 
FOB LOOP! TO h 
CDLuB LOOP +3 

PLOT LOOP , LOOP : DBBHTO /) idop, 



OM 704 
fK 770 
CV 700 

LOOP 
*F 7»» 



PK 


4?0 


TF HOT [F£€*C 'US? TJlll 




OH 


%0O 


HJOgC MHFflC * V B B B- I HC , 4 T fiRl , 


r hi: 


TO 


51* 


HOME HHEPF . SfflflTHMC r ()1 jfl 


IMC 


TN 


520 


INE-tXHC+801 HDD 768B 




KU 


SJ4 


EHBTf 




BJ 




TF NDr 1PFEH i 2 f fi Ay ] 




BE. 


5&0 


HOOE HHFeFt/fcBB IMC.. -STftRT, 


IHC 


14 


&BO 


HOME HM put . ^TfiRf*lHC ,fllilft- 


imc 


0H 


570 


IHC=CIHC-00> HOB 7000 MF IMC {ft 




■HEN INC-7GSB 




YE 


SOO 


EHOIr 




GL 


S?0 


If HOT (P€EK(S22 79) <4» 




U '.• 


6 fl fl 


FKEC SPECIAL 




K R 


010 


EHBir 




"H 


b? 0 


It IMKFVS-" 




vo 


43« 


FHEC BOUNCE 




JfM 


04S 


EHOlF 




IJV 


B&O 


EHOPPOC 




Ph 


t d & 






PH 


f.7* 
000 






OP 


PHOC lETUP 





BROHTO 7»-tOOP J ,27-L.flOP;DHfiWTB 
LOOf p 17- LOOP 
LL BBS BRHHTO LOUP r LDOP 

HEHT LOBP 
i : 0 L D P. 4 

TEKT l7, S,»#a,SE 6 - 
HOME ST4I4T, hie, 4000 

CfidPrflC'j 10 

POP LOOP=0 TD 4 : 5 E T COL OR UDQP,0, 
OlHEXT i IJDP 

070 .FEjB LOOP-4 TO 40 STEP 4 
C0LOH C*4 

ClftCLE 40, LOOP r iOQP»lBa/00 
FCOI.0R C*4:PftI»r 41-L0OP r t0 
OffCC*i| Hut- 5 

1CKT t OOP 

cai a* o 

MOVE 5TRRI , HHERE , 01X0 
CB4PHICS 10 
POKE 704 , B 
FOB L OOP -4J TO 4 

5FTC0LOR 4-tOOP , B r tLO&P+l ! 
HEHT LOOP 
YC 1000 EHOPRQC 

MF 1010 

XI 1020 

5 Z I H.ID ff MdJH 

TC LB4B EKCt I M T R fl 

KM 105,0 Efff* ^fTUP 

CO liBB FHEC lPtCI*[ 

*L 1B70 BO 

C¥ IBB a EMEC KFv 

HH fOfO LOOP 



7T Ala 
HH 020 
B '-■ BIB 
□ ft B4B 
HF 4S0 
BBB 



OH BBB 

py e*» 

KV 900 

OI HB 

;h » J* 

KO B3« 

PP 14A 

hi, tap 

OO B«| 

HQ 7 70 

n v 900 

A« J?0 



A COMPLETE SERVICE IN COMPUTERS & SOFTWARE 



GAMES 

Leader Board 

Summer Games 

Gauntlet 

Gauntlet Deeper Dungetm 
Smash Hits Vol, 1 -7 each 

Living Daylights 

Trivial Pursuit 

Hghler Pilot 

Tomghawfc ,, 

Mercenary 

Second City 

Compendiun 

Spy v Spy 

Spy v Spy II 

Spy v Spy III 

Spy v Spir* Trrlogv 

Airac ,„,.,..,,.., 

Polar Pierre 

Boulderdash II 

Mr Robot 

Beta Lyras 

Greatest Hits Vol. I 

Arkanoid ., 

Trail Blazer 

Footballer of the Year 

Silent Service .. ,, 

Fl 5 Strike Eagle 

Solo Ftirjhl II ., 

European Soccer 

Tiger Attack 



Cas.5 .Disc 
B.% 11 95 

12.95 
2.99 11.95 
2.99 6.99 
, 4.99 6.99 
8 95 12.95 
12.95 14 95 
7.95 10.95 
12 95 
7.95 10 95 
4.95 7.95 
9,95 12.95 
6.99 
6.99 
6.99 
9.95 
699 
6 99 
6.99 
6.99 
6.99 
6.99 
9.95 
9-95 

2 99 

3.95 10.95 
9,95 10.95 
995 10.95 

6.95 



4 99 
7.95 
4.99 
4.99 
4.99 
199 
4.99 
4.99 



GAMES 

Winter Olympiad 

Mirax Force 

Wintef Events 

Eidolon 

Hacker 

Rescue an FrgtctUlas 

Ball 6tor , 

Rampage 

Ghostbusters 

Cross Country Road Race 

Atari Aces 

Atari Shdufem ups 

Atari Plattorm Perfection . 
Spindizzy 

International Karate 

Speed Run 

Touchdown Football 

Pitstop II 

Spim're 40 

Draconus 

Druid 

Whirlinurd 

Encounter 



Cass 

6.95 
8.95 

4,99 



4.99 

1.99 
4.99 
4.99 
4,99 
4.99 



■ Disc 

12.95 
9 95 

ri 9b 

9.95 
6.99 
6.99 
6.99 
6.99 
9.99 
5.95 



7.95 



6.99 
6.99 
9.95 
6.99 
11 95 
4.99 6 99 
6,95 10.95 
4,99 
4.99 
4.99 




ADVENTURE/STRATEGY GAMES 

Hitchhiker's Guide ,., 19 96 

Ballyhoo 12 95 

Suspect 1295 

Hollywood Hi Jinks 12.95 

Starcross 12.95 

Cutthroats 1295 

Jinxter 15.95 

The Pawn ffi 95 

Lancelot 12.95 12 96 

Time iMajik 12.95 1295 

Lurking Horror 12.95 

Ingrids Back 12.95 12.95 



ADVENTURE/STRATEGY GAMES 

AH* mate Realilv City 14.95 

Alternate Reality Dungeon .. 14.95 

Tern pie of Apshai Trilogy 7 95 

Gunslinger 9 9^ 

Eternal Dagger .. 1 6 95 

Battle Cruise . 22 95 

221b Baker Street 9 95 

USAAF 25 95 

Computer Ambush 25.95 

Warship 25.95 

Carrier Force 25,95 

Battle of Antie&m 25.95 

Kamfgruppe 25 95 

Mech Brigade 22 95 

Gettesburg ,,,, 22.95 

Panzer Crenedier 22.95 

Sons of Liberty 22.95 

Shiloh ?? 35 

XL/XE CARTRIDGES 

Rally Speedway 8,95 

Oesigner Pencil 8.95 

River Raid &95 

Pittallll 9.95 

Space Shuttle ,. ,. . 0.95 

Dreadnought e.gs 

Blue Max 14.95 

Sail Bla?er 1495 

Final Legacy 14.95 

Lode Runner 14,95 

Archon 14 95 

Star Haiders II ,. 1^95 

Batttone 14 95 

Pen go 12.95 

Pole Position 12.95 

Defender 9.95 



UTtUTIES ROM DISK 

Mini Office II 18,50 

Atari Writer 29.95 

Alari Writer Plus 29.95 

Macro Assembler 1995 

Assembler Editor 16.95 

Microsoft Basic II 1995 

Silent Buller 16.95 

Planelarium ., 16.95 

Cut n Paste 22 95 

Print-shop 29.00 

Printshop Companion 19,95 



BUDGET SOFTWARE Cass 

Las Vegas Casino 2,99 

Speed Ace ... 299 

Rotktord 2.99 

Football Manager 2.99 

War Hawk 1.99 

Soccer i.gg 

Kickstart ,,, . 1 99 

Ninfa 2,99 

Pitfall II 299 



Disk 



Pot Hole Peie 

Henry's House 

Revenge II 

Grand Prix Simulator 

Transmute r 

Zybex 

m 

Video Classics 



Add srjp in oEders Ihss man es.dtj 
AH P'lCOS are correct at little n1 going 1o 



Stalfordshirrj. WS1 1 2D0 j--^— — Piwse add E1 par ism v 
Telephone (0543) 466577^9 jBT^ V 



, 1.99 

.. 1.99 

.. 1.99 

-. 2.99 

.. 2.99 

.. 2.99 

.. 1,99 
1.99 

Up Periscope 1^99 

Submarine Commander ...... 1.99 

Pro GoH ... 2.99 

Spookey Castle 2 99 

Daylight Robbery 1 .99 

Ghostbusters 2.99 

Slingshot 2 99 

Hardball 2 99 

River Raid 2 99 

Decalhlon 1.99 

Jocky Wilson's Darts 2.99 

Th underfo* 2.99 



6.99 



Ptaaw mat* ChBDuas at Postal OrdBis p«yoble Id: "WILES BeTTeR SOFTWAHF 
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UTILITY ^^m^mmmmmm^mmmmm 

REAL-TIM 
CLOCK 



This machine-code program allows your Atari to keep track 
of the time. You can use it as an ordinary clock, alarm 
Clock, process timer, interval timer and much more. It is a 
stand-alone program which needs no help from Basic r but it is 
designed to interface easily with Basic applications software. The 
routine can be either cassette or disk based, and it will work on 
all Atari 8-bit computers and can easily be adapted for NT5C 
compatibility so readers in Europe and the USA needn't feel left 
out. 

The dock Loads and Runs automatically on power- up., and it's 
accurate to within 30 seconds per day. It can be started, stopped, 
set and reset manually from the keyboard, or by simple PEEK 
and POKE instructions in a Basic program. 
The routine creates an extra screen line for the display, so you 
lose none of your normal programming area. It's immune to 
Break and Reset, and even changing Graphics modes will not 
worry- it in the slightest. All the action takes place during Stage 1 
of the vertical-blank interval, so you can still use Stage 2 (defer- 
red) VBIs in your applications. There are several other features 
which we'll describe as we go along. 



TABLE 1: ADDRESSES USED BY THE CLOCK ROUTINE 



1777 
1778 
1779 
1780 
1781 
17S2 


Seconds 
Seconds x 10 
Minutes 
Minutes x 10 
Hours 
Hours * 10 


PEEK these addresses 
10 read the current 
time^ or POKE with 
new values to change 
the time setting 


1783 


ZEROFLAG 


Normally non-zero; changes 
to 0 when display reaches 
00:00:00 


1784 


LOCKOUT 


Normally iero, POKE with 
any number from 1 to 255 to 
disable console-key setting 


1785 


MODE 


Clock mode - see Table 2 


1786 


USR1 


Entry point for USR call to 
zero the display 


1789 


USR2 


Entry point for USR call to 
initialise Countdown 



Len Golding brings you a 
super machine code utility 
that lets you use your Atari 
for any number of counting 
and timing applications 

TYPE IN THE PROGRAMS 



The first job is to type in the appropriate machine-code routine 
- Program 1 if you're using □ disk system, Program 2 if you're 
a cassette user. Both programs work in substantially the same 
way. When you RUN them they will create an appropriate 
autoboot file- 
Let's look at the disk version first. Start by saving Program 1, 
then insert a disk which contains DOS. SYS and DUP.SYS, but no 
other files. Run Program 1 to create an AUTORUN.SYS file 
containing the entire clock routine. Now switch off the computer, 
wait a few seconds and switch back on again. After the usual 
start-up delay, you'll see the extra line, complete with digital 
display, appear on screen. 

To make the cassette version P type in and Save P my ram 2, then 
insert a fully re-wound blank tape, type RUN and hit return. 
Nothing will appear to happen for about twenty seconds, then 
you'll hear the familiar double beep. Follow the usual CSAVF. 
procedure, and the clock routine will be written to an autoboot 
file for you. This file is then loaded like any other machine-code 
cassette - switch on the computer while holding down the START 
key and proceed as for CLOAD. The tape takes about twenty 
seconds to load, then the clock display will appear, 

SETTING THE TIME 



Initially the clock latches into standby' mode, with the count 
frozen at 00:00:00, so our first job is to set the correct time of 
day. This process is similar to setting a digital watch, with the 
console keys serving as function buttons. 

Hold down SELECT and the message 'Set Seconds' appears. 
While still holding SELECT, press OPTION and the seconds dis- 
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WO J, REM MM M HK H KHM M Wl l MMHHJ t KrtK H HMHMttM i lMM 

UH * BEN « REAL TINE CLOCK H 

HD I REM * for ATARI HL/KE * 

5F 4 REM * (Cassette version) * 

Z*J 5 rem * by Len Goumg * 

SS 6 REM * « 



KD 7 REM * PAGE 6 MAGAZINE - ENGLAND * 
NV S REM HUM WK W -M-MWMMW KK M MM K W MMMM t tHiMPflCKH 
HO 9 REM 

av ia re* PROCftAM 2 - Makes an autoboot c 
assotte version of the Clock routine 

Y5 20 BfR- epeek E186J -24j*z56:fci7M reserve 
a safe area at the top of RAM at a ten 
POrary buffer 

MN 18 FOR «=0 TO 46;OEAD D E POKE 153 64H,t>; 

NEht x ! REM Load the rtew save routine i 
nto page 6 

OC 40 DATA 104, 104,133, 284,104, 133,203,10 
4, 133, 286, 1R4, 133, 205, 152 .16, ±09, 11, 15 
7,66,3 

PG SO DATA 165, 263, 157, 66,3,165, 204, 157,6 

9,3,165,205,157,72, 3,165,286,157,73,3 
HH 60 DATA 32,86,228, 96, 67, SB, ±55 
NA 78 REM Load the prograM temporarily in 

to the reserved buffer space 
IF 50 K=0 1 RESTORE 158 
LM 90 READ DlIF 6^-1 THEN 1Z8 
MS 100 POKE BPfi+H, D : H-X+l : GOTO 90 
NT HO REM Now read! the data front the ten 

porary buffer into an Autoboot cassett 

e ft 1« 

TO 128 OPEN ltl,0,±2B,"C2" 

KA ±30 X=USR < 1536, BFR, PEEK C8FR+1>*126J 
MY 148 END 

PH ISO DATA 8,8,237,6,35,7,169,60,141,2,2 

11, 200, 6, 76, 253, 9, 76, 42,18, 102 
YO 168 DATA 58,169,41,142,96,10,141,07,10 

,32,254, 9,32,29,10,169,8, 141,246,6 
DO 170 DATA 173 , 40, 2 , 14± , 98 , 18 , ±73 , 49 , Z , ± 

41, 91 , 18, 24, 96,169, 234, 141 > 231, 2, 169 
JK 188 OATA 18,141,232,2, ±62, 7,160,55,159 

* 6, 32, 92, 220,^6 , 165,66,248, 26 . 173,88 
OL ±90 DATA ±0, ±6, ±4,173,249,6,141,09,18, 

9, ± , 141, 249, 6, 32, 105, D, 169 , 16, 141 
KA 280 "DATA 68 , 18 , ±6 , ±9 , 173 , 00 , 18 , 48 , ±4 , 2 

88, 9,173,89,16,141,249,6,32,185,8 
IH 210 DATA 206,80,16,162,30,173,249,6,28 

1,16, 144, 5,169,4, 1 4± , 749 , 6 , 41 , 4 , 248 
RM 228 DATA 11, 169,0,157,117,18,32,29,10, 

76,1915,7,169, 10,157,117,18,206,95,18 
XV 238 DATA 16 , 9 , 206 , 162 , 10 , 173 , 87, ±0 , ±4 1 

, 95, 16, 286, 162, 18, 16, 36, 32, 3S, 18,173 
MO 246 DATA 249,6,41,2,248.25,32,176,9,17 

3, 247, 6, 208, 6, 32 , 254, 9, 76 , 195, 7 
IA 256 OATA 173,249,6,41,251,141,249,6.76 

> 195,7,32, 12,9. J /,5 , 2 4 9 , 6 , 41 , 2 , 285 
CO 268 DATA 98,16,248,18,141,98,18,41,2,2 

48,6,173,247,6,240,3, 76,107,6,76 
VP 270 DATA 84 , 6 , 3 2 , 185 , 6 , 206 „ ISO , ±0 , iB , 3 

, 76, i«2, 8, 169,18,141,100,16, 173,246 
«L 288 OATA 6,240,3,76,182,8,173,31,288,1 

62,6,281,7, 144,6,142, 181,18,70,182 
LC 290 DATA 6,173,249,6,41,254,141,249,6, 

± 73 > 3 1,208,201, 0,2*0,6, 32, 254, 9, 76 
SY 308 DATA 58,8,281,1,286,43,173,97,10,2 

40, 223, 160 , 4, ±48, 249.6,201, 1, 208, 6 
HF 3lO DATA 3Z, 12, 9, 76,68,8,281, 2,280,6,3 

2,48,9,76,68,0,261,3,206, 194 
RU 320 DATA 3 2,66,9,32,106,9.70,102,8,201 

,6, 288, 12,14 2,97,18, 142,249,6, 32 



HU 320 DATA 16 9 , 8 , 141 , 171 , 33 , 240 , 5 , 169 , 25 
5, 141 , 171 , 33, 173, 249, 6, 41, 1 , 200, 37, 173 
KT 330 DATA 171,33,40,44,142,169,33,140,1 
70, 33, 130, 24, 10S, 3, 141 ,194, 3 3, 152, 105, 
0 

JC 340 DATA 141 , 195 , 33 , 169 , ±08 , 14 1 , 48 , z , l 
69,33,141.4 9,2, 76,46,32,173,169,33,141 
FE 356 DATA 40,2.173,170,33,141,49,2,96,1 

62,0,230,241,0,173,241,6,201,10,144 
FY 360 DATA 82 . 1 42 , 241 , 6 , Z38 , 242 , 6 , 173 , 24 

2, 6, 201, 6, 144, 09, 142, 242, 6, 2 30 > 243, 6 
XR 378 OATA 173,2*3,6,281,18,144,56,142,2 

43,6,230,244, 6,173,244,6^261,6,144,43 
EL 380 DATA 142,244,6,238,245,6,173,245,6 

, 201j 4, 144, 38, 172, 246, 6,192. 2, 176, 17 
RO 398 OATA 201,10,144,19,142,245,6,230,2 

46,6,173,246,6,201,3,144,6,142,245,6 
SG 408 DATA 142 , 246 , 6 , ±69 , 0, 141 , 247 , 6 , 162 

,5,±09,241,6,9,16,157,1B2,33,41,15 
VC 410 DATA 13,247,0,141,247,6,202,16,237 

,173, 249 ,6,41,8, 208 , 36,173,182,33, 141 
OE. 420 DATA 219,33,173,103,33,141,216,33, 
173,164,33,141,216,33,173,185,33,141,2 

16 430 OATA ±73, 186, 33, ±41,213, 33, 173, 187 

,33. 141,212,33,90,286,241, 5,16,51,169, 
9 

JO 446 OATA 1*1,241,6,200,242,6,16,41,169 

,5,141,242,6,206,243,6,15,31,169,9 
MT 456 DATA 141,243,6,286,244,0,16,21,169 

,5,141,244,6,205,245,6,16,11,159,9 
ML 468 DATA 141,245,6,200,246,6,16,1,90,7 

6,141, 32, 134, 285, 132 , 286 , 168, 11 , 1 77 , 26 

5 

OR 470 DATA 153,196,33,136,16,248,140,170 

,33, 96, 104, 169, 6,141, ±76, 33, ±62, 5, 157, 
241 

HU 400 DATA 0,202,16,250,32,64,33,169,4,1 

41,2*9,0,32,141,32,162,236,160, 33,76 

OS 490 DATA 14,33,173,160,33,141,174,33,1 

73,175,33,141,181,33,96,104,169,2,141, 
2 46 

€V 588 DATA 6, 109 , 3 , 141 , 245 , 6 , 169 r 5 , 141 , 2 
**,6, 141,242,6,169,9,141,243,6,141 

ZE 518 OATA 241,0,32,141,32,32,54,33,169, 
6,141,2*9, 6, 162, 249, ISO, 33 ,76,14,33 

All 520 DAT A ±73 ,172, 33.133, ±0,173 ,±73,33, 

153,11,173,06,30,133,12,173,69,30,133, 
13 

TS 530 DATA 172,96,226,174,97,228,109,6,3 

2,92,226,169,0,141,231,2,169,30,141,23 
2 

US 540 DATA 2,108,10,8,24,255,0,8,0,0,0,0 

, 0, 50, O, O. 0, 20, 0, 50 
LS 558 OATA 16 , ±0 , 16 . ±6 , 16 , ±6 , 112 , ±±2 , 66 , 

196,33, 1,0,0,0,0,8,6, e,8 
CI 568 DATA 8,0,52,41,45,37,26,8,0,0,16,1 

0, 26, 10, 16, 26, 15, 10, 8, O 

VT 578 OATA 0,0,0,8,0,0,0,0,8,8,0,8,8,0,0 
, 0,6, 0, O, 8 

MG 580 DATA 0,0,52,41,45,37,26.0,0,0,35,4 

7,53,46,52,36,47,55,40, 0 
S2 590 RATA 51 , 101 , 116 , 0 , 51 , 101 , 99 , ±1 1 , 11 

0,180,115, 0,51, lOl, ±15,0, #5, IBS, 110,11 

7 

GF 60O DATA 116 , 101 , 11 5 , O , 0 , 8 . 51 , ±01 , lib , 

0,40.111,117,114,115,224,2,225,2,0,30, 

-1 

O 



Listing 1 - The Routine for Disk users 



**° ± HI:" MM MJtM H MKMXkKMHKm i MhMI IHI imd t i t Jf B 

VM Z REM * REAL TIKE CLOCK * 

ttD ^ REM * for ATARI Hi /" HE * 

5F 4 REM * (Cassette version? * 

ZU 5 REM * by L»n Guiding * 

*5 6 REM « — — jj 

KD 7 REM * PAGE 6 MftCflZlKh - ENGLAND » 

8 REM M**KMMHHHHWHKMMHM I t > i* I C H l l M l t H «HH« 

MC3 9 REM 

iru 18 REM program 2 - Hakes an autoboot c 

assette version of the Clock routine 
ys 70 bfr- iPEEK CiOGi -?4J »256 : ntH reserve 

a safe area at the top of ram as a ten 

porary buff Di- 
nk 38 FOR K-e TO 46 ; READ D : POKE lS3b+X , D : 

neht KtREM Load the new save routine i 

nto page 6 

OC 40 DATA 16*, 184, 133, 204, 104,133, 263,10 

4,133,206, 184,133,2*5,162,46,165,11,15 
7 , 66 , 3 

PG 50 DATA 165, 263,157, 60, 3, 165, 264, 157, 6 

9,3,165, 285, 157,72, 3,165,288,157, 73, 3 
MM 64 DATA 32,00,228*96,67,56,155 
NA 76 REM Load the program temporarily in 

to the reserved buffer space 
TF B0 H-8 > RESTORE 158 
LM 98 READ 8; IF D = -l THEN 120 
M5 108 POKE BFft + H , D i X-M + l : GOTO 90 

NT lio REM Now read the data from the ten 
porary buffer into an Autoboot c assett 
e file 

TV 126 OPEN «1, 6, 126, "CJ " 

KA 130 K-U5R f 1536 , 6FR , PEEK (BFR+11 #128) 
HV 148 END 

PH 150 DATA 0,0.237,6,35,7,169,60,141,2,2 

11,208,6,76,253,9,76,42,18,162 
V6 160 DATA SO, 169, 41,142, 96, 16*141,07,18 

,32,254, 9, 32,29, 10, '169 , 8, 141, 248, 6 
60 170 DATA 173 , 46 , 2 , 141 , 90 , 18 , 173 , 49 , 2 . 1 

41, 91, 10, 24, 96, 169; 234, 141, 231, 2, 169 
J* ISO DATA 10,141,232,2,162,7,160,55,189 

,6,32,92,228,96,165,66,240,26,173,68 
8L 190 DATA lO , 16 , 14 , 173 r 249 , 6 , 141 , 69 , 18 , 

9,1, 141, 249, 6 , 32 , 185, 0, 169, 18, 141 
KA 2B0 DATA 00,18,16,19,173,86,10,46,14,2 

06, 9, 173,09.10, 141,249,6, 32,105,6 
IH 210 DATA 266,66,18,162,36,173,249,6.20 

1,16,144, 5, 169,4, 141, 24 9, 6, 41,4, 24 0 
RK 226 DATA 11.18 9,8,157,117,18, 32,29,16, 

76, 195,7, 169,10,157, 117,10,266,95, 10 
HV 236 DATA 16,9,266,102,16,173,07,16,141 

. 95 , 16, 266 . 102 , 18, 16, 30, 32, 36, 18, 173 
M6 240 DATA 249,6,41,2, 2 40 , 25 , 32 . 1 76 , 9 . 17 

3 , 247 , 6 , 2O0 ,6,32, 254, 9, 76 , 195 , 7 
IA 250 DATA 173,249,6,41,251.141,249,6, 76 

, 195,7, 32,12,9, 173, 2 49, 6, 41, 2, 286 
GO 266 DATA 98,10,240,16,141,96,18,41,2,2 

+0, 6, 173, 247, 6, 240, 3, 76, 187, 6, 76 
VP 270 DA | A 84,0,32, 105, 8, Z66 , LBO, 10, 4*1,3 

,76,162,6,169,10,141,186,10,173,240 
ML 260 DATA 6,246,3,76,182,8,173,31,268,1 

62,6, 201, 7, 14 4, 6 , 142 ,161 , 16, 76,102 
LC 296 DATA 8 , 1 7 3 . 2 49 , 6 , 41 , 254 , 14 1 , 24 f , 6, 

173, 31,288, 261, 0,200,6,32,254,9,76 
S¥ 368 DATA 68,8, 201.1,266,43,173,97,10,2 

40, 223,160,4. 148.249,6, 201,i,2OB,6 
HF 316 DATA 32 , 12 , 9 , 76 > 68 r 0 , 281 , Z , 286 , 6 . 3 

Z , 46, 9 , 76, 68, 8, ZOl , 3 , 208, 194 
RM 320 DATA 3 2,66,9,32,106,9.76,162,8,201 

,6, 286, 12, 14? ,97, 16, 14 2, 24 9, 6. 32 



Listing 2 - The Routine for Cassette users 



AO 338 DATA 2 2,16,76,162,6,201,2,288,19,1 

73, 247, 6 ,240, 168, 169, 2, 141 , 249, 6, 142 
LQ 348 DATA 97 , 18 , 32 , 66 , 18 , 76 , 102 , 6 , 2B1 , 6 

, 206.65, 172. 161 . 16 , 208 , 66 , 266 , 148 , 181 
ON 358 DATA 10,173,249,6,9,4,141,249,6,23 

6,97,10,173,97,10,201,4,144,5,169 
5F 360 DATA 1. 141 , 97, lO, 201 . 1, 208 . 7, 182, 1 

62,166,10,76,179,8,201,2,206,7,162 
ML 376 DATA 194,166,10,76,179,8,201,3,208 

, 7, 162, 286, 160, 16, 32, 236, 9, 76, 95, 228 
FU 3BO DATA 174,46,2,172,49,2,224,109,288 

, 4, 192, 18, 248, 7,165,8, 141, 92,18,240 
HM 390 DATA 5,169,255,141,92,16,173.249,6 

. 41, 1,286,37,173, 92,16, 48,44, 142, 96 
«Z 408 DATA 10,146,91,10,138,24,105,3,141 

,115,10.152, IBS, 8, 141, 116, 16, 169, 169,1 

41 

9J 410 DATA 48,2,169,18,141,49,2,76,11,9, 

173,90,16,141,40,2,173,91,18,141 
DM 420 DATA 49,2,96,162,0,238,241,6,173,2 

4 1,6, Z 01, 10, 144, 82, 14 2, 241 ,6, 2 3 8. 24 2 
AJ 438 DATA 6,173,242,6,281,6,144,69,142, 

242, 6, 238,243, 6, 173, 24 3, 6, 201,10,144 
GV 448 DATA 56,142,243,6,230,244,6,173,24 

4, 6,281, 6, 144, 43 , 14 2, 244 , 6, 238, 245, 6 
FP 458 DATA 173,245, 6, 281,4, 144 , 36, 172, 24 

6,6,192,2, 176,17,281,10,144,19.142,245 
m 460 DATA 6,230,246,6,173,246,6,201,3,1 

44, 6, 142,245,5, 142, 246, 5,169, 8, 141 
PA 470 DATA 247,6,162,5,189,241,6.9,16,15 

7, 163, 10 , 41,15, 13, 247, 6, 141,247, 6 

LP 480 DATA 202 , 16 , 237 , 173 , 24 9 , 6 , 41 , 6 , 266 

,36,173,183,10,141,146,16,17 3,104,18,1 
41 

OA 498 DATA 139,16,173,185,16,141,137,10. 
173, 186, 10, 141, 136, 18, 173 , 187 , 18 , 141 , 1 
34,10 

VO 580 DA? A 173,108,10,141,133,10,96,266, 

241,6, 16, 51, 169, 9,141, 241,6, 205, 242, 6 
FT 516 DATA 16,41,169,5,141,242,5,206,243 

,6, 16, 31, 169, 9,141 , 243 , 6 , 266 , 244 , 6 
OA 520 DATA 16,21,169,5,141,244,6,206,245 

,6, 16, 11 , 169,9, 141 , 245, 6, 206, 246, 6 
HZ 536 DATA 16,1,96, 76,106,9,134,205, 132, 

266,160,11,177,205,153,117, 18,136,16,2 

48 

II 540 DATA 140,99,10,96,104,169,8.141,97 

,18,182,5,157,241,6,202,10,250,32,29 
GH 556 DATA 18,169,4,141,249,6,32,186,9,1 

62, 157 , 160, lO, 78, 235,9. 173,87, lO, 141 
TE 568 DATA 95,10,173,96,10,141,162,10,96 

,104,169,2,141,246,6,169,3,141,245,6 
KCl 570 DATA 169,5,141,244,6,141.242,6,169 

, 9, 141 , 243, 6 , 141 , 241 , 6, 32 , 106, 9 , 32 
PM 580 DATA 29,18,169,6,141,249,6,162,170 

, 168,10, 76,235,9,24,255,8,8,8,0 
68 598 DATA 0,0.8,50,8,0,0,20,0.56,16,16, 

16,16, 16,16,112, 112,66,117 
VV 600 DATA 10,1,0,0,6,0,6,6,0,0,0,0,52,4 

1 ,45, 37, 26, 8 , 0, 0 
TF 618 DATA 16,16,26,16,16,26,16,16,8.0,0 

,0,8,0,0,6,0,0,0,0 
DY 620 DATA 6,6,8,0,0,0,0.8,0,0,0,0,52,41 

, 45, 37, 26, 8, 0, 6 
LP 636 DATA 35,47.53,46,52,36,47,55.46,6, 

51 , 181, 116, 6 , 51,101,99,111 , 116, 100 
KP 640 DATA 115,8,51,101,116,0,45,105,110 

, 117, 116 , 181 , 115, 0 ,6, 6 ,51, 101 , 116, 0 
UE 650 DATA 40 k 111 , 1 17 , 114 , 1 15 , "1 



46 JVew Atari User Issue 3£ 



play will advance rapidly. When the correct setting is reached, 
release both keys. Repeat the procedure to step through 'Set 
Minutes' and 'Set Hours'. If you wish to step through the phases 
without altering the time, simply press and release SELECT. 
When the setting is correct, or at any time during the setting 
process, the clock can be started. 

Press START to set it taunting upwards at one-second intervals 
from your preset time. Vou can also make it count downwards, 
provided you're not already at zero, by holding down OPTION 
and pressing START. While the clock is counting in either direc- 
tion, an asterisk appears to the right of the display. This dis- 
appears when the dock stops counting for any reason. 



YOUR ATARI AS A STOPWATCH 



If you want to use the clock as a stopwatch, use START to set 
it going and SELECT to stop it (ignoring the 'Set Seconds' mes- 
sage). To resume counting, press START again. To zero the 
display, hold down OPTION, then press SELECT and START 
together. The count will now freeze at 00:00:00 until you press 
START again. 

The clock contains several features which are not accessible via 
the console keys, but can easily be controlled by Basic PEEKs and 
POKEs from inside your own applications software. Table 1 
shows the relevant addresses, which are identical for both casset- 
te and disk versions. 

The display registers (1777 to 1782} contain the current time, 
in ordinary decimal form ■ one register for each digit, To set the 
clock from inside a Basic program, simply POKE new values into 
these registers. The new setting will appear when the clock next 
changes. If the display is locked (hang on, we're getting to that) 
then the new setting won t appear until you unlock it 

It is possible to POKE higher numbers than are usually accept- 
able in a clock display - for example '9' into the Hours x 10' 
address. This may be useful for special purposes, but it s usually 
best to insert some form of trapping system in your applications 
softwure to stop the user doing this. An example can be seen in 
the alarm clock routine at Program 3, lines SO to U0. 



COUNTDOWN MODfc 



In Countdown mode you will usually wont to know instantly 
when zero has been reached. Address 1783 {ZERO KLAG) mokes 
this easy. If the display is non-zero, this address will contain a 
number between 1 and 15. but as soon as the display reaches 
six zeros, the value in ZERO FLAG drops to 0, 

Address 1784 (LOCKOUT) is used to protect your applications 
software from accidental alteration (or deliberate tampering!) 
while it s running. If you POKE any value from 1 to 255 into this 
address, then pressing the console keys will have no effect on the 
clock. You can then use the console keys as usual in your own 
Basic programs. 



FIFTEEN DIFFERENT MODES! 



Now we need to explore the various clock modes - there are 
fifteen of them] Table 2 shows what's available. Every mode has 
its own unique number, which you can POKE into address 1785. 

If you select a 'Display off mode, then the extra display line 
will disappear from the screen. This happens automatically dur- 
ing any time-critical I/O transactions, such as Loading or Saving. 
And while we're on the subject, cassette users will notice that the 
beep' routine resets the clock! This is because it interferes with 



TABLE 2: CLOCK MODES 
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4 is the normal Standby mode 






6 Is the Countdown Standby mode 



the CONSOL register, and you can overcome the problem by 
POKElng a non-zero number into LOCKOUT before requesting 
any cassette I/O. 

In 'Count up' mode, the display will wrap around from 23:59:59 
to 00:00:00 und continue counting, but in 'Countdown' mode the 
clock freezes at zero. 



JUST A COUNTER? 



In 'Counting' mode, the clock counts up or down us directed, 
though you can freeze the display or even remove it from the 
screen. In 'Stopped' mode, the counting is halted. 

The display can be frozen at any time by selecting a 'Locked' 
mode, though counting can continue in the background - rather 
like a stopwatch 'lap' function (see Mode 8). The asterisk at 
top-right of the screen is useful here, its presence indicates that 
counting is continuing, even though the display may be tempor- 
arily frozen. 

Table 2 is a bit daunting until you get used to It The easiest 
way to find the mode you require is to work from right to left, 
halving the number of choices at each step. The modes you'll 
use most will probably be 0, 4 f 2 and 6. 

Returning to Table l f there are two addresses we haven't 
mentioned: 1786 and 1789. These provide stable entry points for 
two machine-code subroutines which you can use in your appli- 
cation programs. The command X=USR(17S6) will zero the dis- 
play and latch into the count-up standby' mode 4. A similar call 
to address 17S9 will set the display to 23:59:59 and select 'count 
down standby'' mode 6. 

The clock as shown Is designed to operate with the British PAL 
TV standard, but it can be easily adapted to suit the NTSC 
system. Look at line 70 in Program l r or line 160 in Program 
2. To modify the routine, change the first number from 50 to 60 r 
and the third number from 41 to 52. Save the new version then 
Run it to make an NTSC-compatible autoboot file. The second 
of these numbers 41 or 52 - is the dock speed's fine-tuning 
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HU 
5S 
HD 
HH 

zu 

is 

KD 
HV 
HQ 
OF 



REM M WUM M MMMHMHiKXMMl l MKJCM M MK W iMMMM M M 

RFM * ALARM CLOCK * 

REM * for ATARI ML /HE * 

REM * luse Wit** REAL TIME CLOCK! « 

REM * bbP Len Gold my 

REM * — 

REM * PAGE 6 MAGAZINE - ENGLAND 



REM K«*MH H MMMM H MMM M WMMM: < 
REM 



H frH W /MMM j 



■J" "jllHPUT S!lF s<o o 
the values into indivi 



lO REM PROGRAM I: Alar* Clock - Dteps 
when pp#-set tin* is re«hed. 
MR 20 AHH=178Z:DHL = i781>DMH:;178B EOHL-1779 
: D5t!^177e : D5LH1777 : PEM C 1 OE h display r 

eg is tees 

SS IS M0DC:=1785 :LOCK0tfT = 1784 : ZER0FLAG=178 
I; EEftO-I 706 :GOOHH=i?83: REM Control re9 
ist«rs and USft addresses 

01 40 H-USH"IZtrt05 : POKE LOCKOUT , 1 : HtM Zero 
display and 30 to standby Made td> 

»o so poke l o cm a u t ,1 :seh Disable the cons 
ule key setting facility 

TK fr* REM set the curent tiw: 

JB 70 ? "H" : ? "WHAT *S THE CORRECT TIME H 

on?** ; t 

$R HO TRAP 70 

Att *0 ? " H0URSi"J" ■'ziIHPUT M!IF H<0 OR 

H>23 THEN *0 
VO 10O ? "MINUTES E " j " "JilNPUT M:IF M<* 0 

fl N>59 THEM 1O0 
00 110 ? "SECOWOS: 

R S>59 THEN 11R 
ua 120 REM conw#rt 

dual dig its : 
LH 1JO HHTIM r tH/ie5 
MO 140 HL-M HH*tO 
PI ISO MK=INTtM/10> 
AJ 160 ML=M-MH*10 
TK 170 SH=IRT fS/103 
F« 18* 5L=5-i«*10 

VH 199 -i HH ; WL i ; HH I ML 7 ;3H;5L 

jjr 200 REM insert the digits into the sin 

display registers: 
BI 210 POKE DMH , HK + POKE OHL , HL : POKE DMH t M 

H t POKE DHL , ML ;P0KE j OSH,5H;P0K€ DSl , SL 
TU 220 POKE MPOE ,0lSEH Start the dock 
Ft 230 REM S#t the alam t i »<? \ 
HE 240 ? "WHEN 00 YOU HAftT THE ALAR 

H TO GO OFF?" 
Mt> 250 TRAP 240 
LO 250 ? "HOURS:'*;" " 

H>21 THEN 260 
OP 270 ? "MtHtlTES t "> " 

R H>5*> THEN 270 
FC 200 ? "SECOHfrS ! ":* f 

ft 5>5? THEM 20O 
bP 2^0 rem Convert the values into 

dua I d i g i tS ' 
LT 300 "HH = IHf CH/lOl 
Vft 310 HL=H-HH*10 
PE 520 HW-T-NT (M>LQ3 
AF 330 ML-M-MH*10 
T£ 340 SttzINTfS/iOJ 
FR SSO SL-S-SHM10 

GC 360 ? "*»5 H '5? "ALARM HULL GO OFF AT " \ HH 

JH 370 REM LOOP until the prfr-Sit tine it 
reached : 

P G 300 IF PEEKCDHH1=HH A»0 PEEK CDHL) =HL A 
HD PEEK CDHJHI -MH A NO PEEKIDMLJ -ML AND P 
EEH C0SH3=Stt ANA PEEK CDSL5 =SL THEN 410 

OE S90 GOTO 380 

MZ 400 REM Pre-set ti»w has arrived; 

EM HO 50UMD 9iIZfl ( t0.a 

JK 420 FOA H-l TO 500 : NEXT W 

VU 430 SOUND 0,8,0,0 

00 440 END * 



INPUT HIIF H<6 OR 



INPUT M: IF M<6 O 



; ; INPUT S: IF S<0 0 



i rid i V 1 



HO 
UF 
HD 

ZZ 

zu 

S5 
K A 



iMM M MM M M M K MWH Ji] 



REM H MMKM M MMM H 
REM * COUMTAOHN TIMER 

REM » for ATARI HL/HE 

REM # CUse With REAL TIME CLACK 3 * 
HEM * by Len Go Ming * 

REM * " * 

REM * PAGE 6 MAGAZINE ~ ENGLAND * 
HU 8 REM M W MHKMM M MMlfl l MMMMMMMM p niMM H K I Cyww 

NO ? REM 

0¥ 10 rfm PROGRAM 4; Countdown tii*er - So 
unds an al am when count reaches 00: 00 
; 00 

KR 20 0HH=1782i0HL^i7BA:AHH=17eO:BHL=i77* 
: DSH-1778 i DSL = 17 77 : REM ClocK display P 
eg i sters 

55 3S MOOE-1785 ; LOCKOUT -1704 I 7JER0FL AG= 178 

3 : ZERO=1706 ; CAOHN=1789 : REM Control res 

isters and U5R addresses 
X j 40 X=OSR CCOOHN) i REM Initial ise display 
to 23:59:5? and 00 into Countdown sta 

ndhy node tei 
ru so POKE LOCKOUTjlittEM Disable the cons 

oie key setting facility 
MU 60 ? "HH AT IS THE COUNTDDHK STAR 

T TIME?":? 
RT 70 TRAP 60 

VI 00 ? " HOURS ! J " "i ! INPUT B;IF H<0 OR 
H>Z3 THEN 8 0 
50 ? "MINUTES:";'* "J : IOPUT H;IF M<0 OR 
H>5? THEN SO 

mm 100 ? "seconds ;"; " "; : input s;if S<o a 

R < j>S? THEN 100 
LT 110 HH=INTCN^lOi 
00 120 HL=H-HH*10 
PE 130 MH^INT (M/10J 
AF I40 ML=M-MH*10 
TG 150 SH=IMT CS/10J 
FR 1O0 SL^S-SHMIO 

no 170 ? ""j"i? "Countdown started at ■■ ; h 
h : hl ;"!**; mh i hl ;":" ?> sh ; 51 

BU 188 POKE DMH . HH : POKE 0 Ml , HL % POKE DMH , H 

H : POKE DML , ML i POKE 0SH,SH:P0KE DSL,SL 
UM 190 POKE MODE, 2: REM Start the clock in 

countdown Mode. 
JD 200 IF PEEK CZEHOf-LftGJ <>8 THEN ZOO 
JH £10 REM Count has reached 00:00:00 
OH 220 SOUND O,20O,18,B 
JI 270 FOR W-l TO SOOINEHT H 
OU 240 SOUND 0,0,8,0 

00 £50 END _ 



Listing 4 - A countdown timer 



Listing 3 - An alarm clock 



REAL TIME CLOCK 



control The lower the number, the faster the clock., so you can 
experiment if you wish. 

SOME REAL APPLICATIONS 



Finally, let's look at some upptications software - Programs 3 
and 4. The machine-code routine must be in memory before you 
Run either of these, or the USR calls will crash. Both programs 
are fairly rudimentary, so you'll probably wont to add your own 
bells and whistles. It would be easy, for example, to send or 
receive signals through the various ports (joystick, serial or prin- 
ter) at pre determined times of day, or at pre set intervals. 

You may well find additonal uses for these routines and could 
soon be using your Atari in explications you never dreamt of. 
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SUPPORTING YOUR ATARI 



UPGRADED TO ST? 

Don't throw your old files away use 



TARITALK 

The most effective way of transferring files from your Atari 
6 bit system to your ST without trie need for a costly 
interface, TARITALK comes complete with interface cable 
and software to transfer text fifes, database Information, 
pictures, music files and more to your ST 

TARITALK is just £19,95 
and is available exclusively from PAGE 6 
■ use the order form or telephone us for credit card orders 



**>Cd e f 3 h i jTTT*ri 
riopqrs tu vwxyz [ 



Let your young ones enjoy teaming with yourXL/XE 

SPELL 
ME 




. deil 9Wut Program to teach tour to five year olds the alphabet 
plus word construction and word and picture association Guide 
mem with those first steps whilst also teaching how to enjoy the 
Atatt as a creative toot. SPELL Mi has been written by a qualified 

m,?mL w!! as ^f? enjoyed by hundreds of Atari owning 
youngsters. Why not set your children enjoy it to? 

25i L Pir I s FT 0 *!? on £4.95 or disk at £6.$5 exclusively 

from PAGE 6. Use the order form or telephone for credit card orders 



NOW AVAILABLE 

CLIP ART 2 

for use with Fleet Street, Timeworks, Easy-draw, 
1st Word Plus, in fact any ST desk top publishing 
or layout program 

Hundreds MORE images on four 
disks in compressed format with 
full instructions on conversion 
to tise in the most popular prog- 
rams on the any ST computer 

All images are in the public domain 
and may be freely used - many are 
ported over from the MACINTOSH - 
subjects include general, animals cartoonsw^; 
borders, headers, classic art, whimsy, hoJfdayr 
symbols and much more - give your work real class! 

FOUR DISK collection just £10! 

CLIP ART COLLECTION 1* still available at £10 
Ask for CLIP ART COLLECTION 1 or 2 available only from 
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Pay by cheque/postal order, Access or Visa 
Telephone orders welcome on 0785 21392S 

*L Ma oJf^°J h / r ^ e . n ;L ral P 4 * 1 ' 0 domain disks are available from 
the PAGE 6 ST LIBRARY, please ask for a copy of our catalog 





PAGE 6 OFFERS 

See this page and inside front cover for details 

FOR YOUR XL/XE 



UNDER STARTERS ORDERS 
Cassette 

Disk (Issue 37 disk} 


£2.95 
E2.95 




TURBO BASJC (Disk) 


£3.95 


□ 


SPELL ME 

Cassette 
Disk 


£4,95 
£6.95 




MINI OFFICE II 


£14.95 


□ 


ISSUE 38 DISK 

(with GALACTIC CRESTA) 


£2.95 


□ 


FOR YOUR ST 


THE JADE STONE 


£9.95 


□ 


DOMES OF SHA TRl-PAK 


£9.95 


□ 


TARMALK 


£19.95 


□ 


CLIP ART COLLECTION 1 
CLrP ART COLLECTION 2 


£10.00 
£10.00 





Postage included in U.K. Europe add £1 per order 
Elsewhere in the World add £2 per order. 



Name 
I Address 



O Cheque/Postal Order enclosed for £ 

Q I wish to pay by Access/rttastercard Eurocard/Visa 

I No.nnno □□□□ □□□□ □□□□ 



I Please debit my credit card above with £ 



Expiry date: 



| Signature ♦.♦„„._. □nan 

Send your order to 
PAGE 6 ATARI USER 
P.O. BOX, 54, STAFFORD, ST16 1DR 

Hfiiise alluw up lo 2& days far d&WBry 
lease leal Iree to pholcapy thia iorm or write your orcterrfyou do not warn lo cul lh» msgaaw 

I UNDER STARTERS ORDERS 

NOW AVAILABLE ON TAPE for just £2.95 

A great racing game for air the family 
now available en boot tape 

T Computer betting lor 1 - 4 player^ 

* Full colour animated race graphics 

* Save game facility 

* 7 races per meeting f 
T Name you own horses 

* Phoio finish and more * ^ f€aSty mint fun software on cassette? 

You'll be lumping out of your seat with excitement! 

S« PAGE 6 Magazine Issue 37 page 29 lor further details of this super pKwnsm Taoe 
version has all |he facilities and fun or the disk version except that the number of 
hflrse dalabases is limited. A VAtLABLE EXCLUSIVELY FROM PAGE & 
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Mark Hutchinson's 

RANDOM NOTES 



This issue I had hoped to write uboul the ST and why some 
people love it and others loathe it. However, as I received 
no mail whatsoever on this subject it can be put in the 
'Black Hole' along with female ATARI users (or rather letters 
from female users!}, with due apologies to Linda who did re- 
spond (yes, I will use your SAE soon!}. 

So, what now. Well, I have been in contact with Paul 
Rixon who used to write reviews for our local, and now 
dead, user magazine and no does a sterling job for Page 
6. He was complaining wholeheartedly about the serious lack of 
new 8-bit software. More of that anon, 
A few days ago I received a letter from Mike Parfitt to tell me 
that the comments made in this column about the so culled 
'ATARI Games Centres' was quite true - they are a big con. The 
shop he tried did not even know a 1020 was an ATARI item. He 
did give me some good news and recommended a pat on the 
back for Logic Sales of Southgate who told him that they simply 
could not satisfy the demand from ATARI owners 

Will ATARI ever own up to the fact that they are just u 
computer manufacturer and allow a third party con- 
sortium of dealers and user groups to set up a nation- 
wide, single 'official' ATARI user group? Would ATARI (UK) Corp 
help this group with hard cash sponsorship? It seems to me that 
there are some large groups already halfway there. Each could 
serve their own area but help other, less privileged areas and 
could all gel together for three days of lectures, reviews, proper 
hardware and software demonstrations (by the dealers) etc. at a 
suitable location without the empty promises that we get every 
year from other places. How about it? 

Naturally some dealers would see this as the golden opportunity 
for free advertisement and a closed, sellers' market. Not so! The 
ATARI owner has had his and her eye wiped too often by the 
phrase We do not have it in stock at the moment', or Ring our 
office and we will post it out' for these firms to make a killing at 
such a venture. We are not naive enough to believe that firms 
are really altruistic, we know they need to make money to 
survive, but we do know those firms who are on our side and we 
can trust. 

As for the software problem? Well, the idea of a users 
complaint form at the next show had only a few respon- 
ses, all in favour. Mike also mentioned that, although he 
would not be at the show, he would like to add his name to the 
form and could PAGE 6 start the ball rolling? 
] believe that PAGE 6 is a bastion in the world of computer 
ma autoes. It has had to stand on its own against all odds with 
no support from any firm, bar regular advertising. We can 
therefore be proud that we owe no allegiance to any product or 
firm and that all our reviews and comments are true and not 
coloured by association. We stand by the user because all our 
staff and writers are full time ATARI users themselves. However, 1 
feel that this subject could be better handled if it tame from a 
Users Committee leaving the magazine unbiased and free to 
report comments from both sides. This is only my personol 
opinion and has nothing to do with the Editor or PAGE 6 policy. 
This may seem to be sidestepping the issue but I feel that there 
are two sides to the argument and we, as a magazine, should be 
allowed to air both opinions freely. 



Back to Paul Rixon. I did suggest that he could look at 
some old, but still available software. This would be hard 
for him as certain firms advertise a large stock that 
seems to vanish when an order is placed. The reason 1 made this 
suggestion (and regular readers will note that I usually state this) 
is that 1 tee I there is enough good software from several years 
ago to keep new owners happy. What software does he mean, 
you may well ask. Well, how about some from 1983 for a start? 

DISKt.Y by .Sparky Storks (Adventure International - Al), 
FILEMANAGER 800 (Synapse), QS-FORTH (Quality Software), 
TINY-C (Systems Software Inc), INTER-LISP (Datasoft), 
Tricky Tutorials (Santa Cruz), any of the Scott Adams 
adventures (a]), any of the Pacman clones such as JAW- 
BREAKER (On-Line Systems), RASTER BLASTER (Budyeco), 
THRESHOLD (On-Line Systems) 

That is a good selection to start with and you'll find more in 
Kirk Ruebottom's article about the J never available' software 
elsewhere in this issue, 

All the programs I have mentioned were available in the UK, 
There are hundreds more r some good some bad, that never made 
it across the Atlantic. I still think that if a UK dealer were to try 
to get American software that has run out of copyright then they 
could make a small fortune over here. Still, that is only my 
humble opinion! 

For some reason disks have always been more expensive 
than cassettes. 1 know some disk based programs have 
hud extra graphics and such, but I also know from small 
scale production myself that disks are easier, cheaper and quick- 
er to produce than tape, they are also more reliable in large 
production rotes. So.. Robert O'Hare from Middlewich, will PAGE 
6 ever produce tapes? This is the Editors decision and would 
really depend on demand. Could the magazine support the cost 
of a high speed tape copier? If enough people wrote in and asked 
for tope than we would oblige, but then how many of you fill in 
the once a year questionnaire:' By the way Robert, the 800XL is 
an 8-bit machine. 

One last point, I get a lot of mail which I can only answer 
directly if you supply me with an SAE. For those who only send a 
letter that has questions to be answered then you will have to 
wait for the response to appear here. For instance, if Malcolm 
Taylor from BFPO 112 reads this and sends me a disk with about 
30p of british stamps then I could include some small demo 
programs that would help him out. I do not have the time to 
actually write a full blown program for anyone but I can write 
some small demos to help out. No questions about synths please, 
as I am tone deaf I Anything I know nothing about is passed on 
to the relevant person. 

That is it for another issue. 1 cannot tell you what rambling will 
appear next issue but I hope you will be there to read it. 

Don't forget you can always write to me, (and you should!) so 
that we curl get a tew more things aired in this column. Drop me 
a line. 

Write to: Mark Hutchinson, 1, Hollymount, Erinvale, 
Finaghy . Belfast BT10 OGL ■ 
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ST 

FILE 



EDUCATIONAL 

software 
comes of age 
Fun starts on page 54 




ST NEW, 



BARGAIN SOFTWARE Electronic Arts 
new budget releases for under a tenner 



predecessor and wtih Ih* ability to transfer characters from VMma IV, and AIRBOVRKT. MAXGER, an action simulation 

Z*h «7c™$RoT P £r%i a % T ^/"^ A* mi ™ "* ^ Micropr^arVlZZ t^spZ^eTd 

mth MICROPRO** SOCCEH. Electron* Arts BATTLE CHESS has some stunning graphics and combines the traditional 




lies ever xecn on any computer 
'/ Delphine, which is a spin off 
. .ireade titles a year. First is BIO 

programming done m -house and nine new pieces of music composed by a professional muri^an 

7 ? J " MASTER tn which you not only haw vicious hands and feet but aha whirl your 

' »™ ch «kus about as you practice the noble art oftlinjutsu {that's done the spell checker in') CDS Software 

are another company strong in the licensing game and will be releasing SPORUNC TRMNGI^ 

F"J™Z **! ??l Ut d ™lr a > W have to ™ tch th < ™ Electronic^* Zhm ^OTlSoWJpJftSSfe 

by Rob Hubbard, which you Mil no doubt have seen extensively reviewed elsewhere by now , burthen we do^ioeT^Tw 

"^E ll^L ^ ri _.™ a ^i?f dowinani vendor of rton-compdtioie PCs In 198&" and goes on to state that shipments 



quoted 

ro y,6%. Sounds impressive but -n dui^t Kir l l^.. .l. ,^ , . _" *r!! w ™ ,n ™ j-ovp 

micros in J9S I 
quoted efeewljere 



and 

of 



jl^inn^^o^T^?^ ^ <, " ic * *" of ™*™l«">r ^hing shows that Atari sold around 74,680 
VrZ7i%Zo'^S inlhe " ^ ^ ?™™ lf >">» «™ <P 
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MINIX- 




written by Andrew Tanenbaum 



I think that the best way to start a review of MINIX is to 
quote two items from the manual. The first paragraph of 
the 'Booting and Installing MINIX-ST' chapter reads: "in 
this chapter we will describe how to boot and install MINIX-ST. it is 
assumed that the reader is already familiar with MINIX in general 
and has at least some knowledge of UNIX. Readers not at all familiar 
with UNIX should probably begin by looking at one of the many 
introductory articles and books about it, as this manual does not 
contain any tutorial material on UNIX/ . The front cover shows a 
yentleman with thought bubbles saying "processes", "input/out- 
put", "memory management", "file systems" and "while (n-) ( 
*p++ = *q++; }". We're talking technical! 

MINIX is neither a Beano comic character, nor an application 
program. It is a complete multi-tasking operating system for the 
Atari ST and Mega-ST computers, designed as an educational 
tool, rather than an end in itself. MINIX started life when AT&T 
(the originators of UNIX) decided that universities would no 
longer be able to teach students using the UNIX source code. 
Since this meant that lecturer Andrew Tanenbaum did not have 
an operating system to use as'an example, he decided to write 
his own - the result is MINIX - a completely re-written operating 
system that is compatible with UNIX V7 (not the most up-to-date 
in fact). The MINIX software is not really a complete package - to 
get the best from the software r you need the bt>ok by Andrew 
Tanenbaum called Operating Systems, Design and Implementa- 
tion' which Ls a complete tutorial on operating system design, 
describing all the possible problems and their solutions (if any). 
If you are interested in knowing more about computers and how 
they work, it is a good read. In addition to discussion of the parts 
of an operating system, the book describes the actual impleme- 
ntation of the ideas in the form of an operating system - MINIX. 
A complete listing of the source for the original IBM PC version is 
included, as is a basic set of instructions for using it. This part of 
the book (Appendix Q is referred to in the small (62 page) 
manual supplied with the disks., and the book is an essential 
component. Since it is so much cheaper, you may like to buy it 
first to give you a taster, 

INSTALLATION 

MINIX-ST comes on eight single-sided disks. Three of them are 
used in the boot process and consist of the 00. BOOT disk, the 
01. ROOT disk and the 02.USR disk The MINIX system, like 



MfNIX is published by Prentice-Hall and is available from 
bookshops, quota ISBN 13-584392-8, price £99,44 inc VAT. 
The manual (13 584434-7} is also available separately for 
£10.70. The book 'Operating Systems: Design and Implem^ 
mat ton' is ISBN 13 637331-3 and around £20. 
More information can be obtained from Prentice Hall 66 
Wood Lane End, Hemel Hempstead, Hertfordshire HP2 4RC. 
Telephone 0442 231555. 



Matthew Jones likes to 
dabble around with different 
languages and finds himself a 
UNIX compatible language 
ideal for those who want to 

investigate different 
Operating Systems or find 
a new way of using their ST 



UNIX, has a hierarchical file system (like the TOS folders), but 
can only have one J root r directory. Other disk drives are 'moun- 
ted' onto a sub-directory to allow access. The root device is 
always a RAM disk {which can be changed in size), and the 
02.USR disk is mounted in the /USR directory during the start-up. 
This makes half of the MINIX commands (all UNIX compatible) 
available. To access the others, you must mount disk 04. USER 
too. On a single drive system, this is obviously not terribly 
convenient. Another problem is that the compiler is on another 
two disks (04.ACK1 and 05.ACK2). If you have only a single disk 
drive, then you will hove great problems. Obviously twin double 
sided disks are better, and a hard disk better still. 
The manual covers setting up the system for all possible Atari 
combinations, including those short of memory (only 512K). 
Since I only have 51 ZK, I have discovered the delights of trying to 
get the compiler to compile even simple programs - you cannot 
just run it - using a procedure covered in the manual. To save 
typing the commands continuously, I wrote a (Bourne) shell 
script file, but even that hud to be compact since the method 
leaves only 2K spare. (More and more applications need 1Mb of 
RAM to work well - the latest Superbase, the Turtle backup, etc. If 
anyone has a memory upgrade to be reviewed - I'm the person!) 
It is just possible to compile on a 512K machine, and disks 
06.SRC1 and 07.SRC2 contain the full source to the operating 
system and tools (all except the compiler) for you to examine 
and change as you wish. 

The final disk, 08.TOS is a TOS format disk that contains useful 
utilities for managing MINIX systems from TOS. The most useful 
is a program to boot MINIX from within TOS. This program 
reads a data file Into memory and then executes it. Another 
program is provided to create the data file from the MINIX 
00. BOOT disk, but I was unable to create a workable copy from 
my backup - only from the master. Since you have to modify the 
boot disk to match your keyboard, this option needs looking at. 
The source to the program is provided so you could fix it yourself 
if it does not work for you. With this utility working, it would be 
possible to boot entirely using a hard disk - MINIX can read the 
root file system from partition three. An interesting fact I disco- 
vered trying to implement this is that the Atari HDX partitioning 
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quite old, so whichever book you get, make sure il is about the 
1976 version 7, not the later System V (I can't explain the 
ordering!). 



MINIX FOR EDUCATION 

If you are interested in learning more about how computer 
systems work, then the book is a good starting point. MINIX is 
the prattical part, and could indeed be useful for learning by 
experimentation if you have more than the basic memory (I 
would suggest a hard disk is required too so that all the com- 
mands, compiler and source are there without disk swapping). 
Each of the UNIX commands arc available for experimentation 
too r and may be easier than experimenting with the workings of 
the operating system itself And if you do not wish to modify it, it 
will give you very good practice on the UNIX operating system - 
which does seem to be increasing in acceptance. It could indeed 
be used for real applications, but again with the RAM prere- 
quisite. MINIX never crashed on me, and seems fairly reliable, 
but since the ST provides no hardware assistance for some basic 
checks (like stack overflow), it could sometimes give problems. 
The manual describes how to give a program more stack space, 
but you need to have enough memory to support it. 

DOCUMENTATION 



program cannot be used to just adjust the size of one or two 
partitions - it must destroy them all. The IBM PC equivalent 
allows you to alter one without disturbing the others. The effect 
of this is that I had to dedicate a whole 5Mb partition to a 115K 
root file system, or lose everything on the hard disk. I would have 
gone for the former, but finally decided to boot from floppy. 

USING MINIX 

When MINIX is up and running, you are first asked for the date 
in the usual UNIX manner Center date and time in form 
MMDDYYHHMMSS r ) J and then given the "login:' prompt. Mega- 
5T owners can use a utility to access the real-time clock to save 
the date step. Any UNIX compatible system has two levels of 
user, the ordinary user and the super user. The super user can do 
absolutely anything on the system, such as looking at any file he 
likes, changing anyone's password., accessing special files - any- 
thing possible without restriction. The super user level is normal- 
ly used for the system administrator, to add new users to the 
system, tidy up, and sort out problems when they arise. In 
normal use, you would use the identity of a standard user, so 
that the operating system will stop you doing dangerous things 
and interfering with other peoples files (unless they want you to). 
MINIX could be used as a complete multi-user system if you 
wrote o driver for the serial port, but as it stands it multi-tasks 
effectively. You could (on a machine with 1Mb of RAM or more), 
set a directory copy, a compile and a document format/print 
process all going in the background, while editing using the 
Supplied MINED editor in the foreground, MINED is not compati- 
ble with the UNIX vi editor, since it would be too big. Ft is 
adequate for its purpose though, and the source is there if you 
wont to change it! 

MINIX is a very good UNIX emulation - it has all the standard 
UNIX problems that I remember from when I was given charge 
of a 'real' UNIX system. To get real use from il, you will - as the 
quoted paragraph said - need another book which covers UNIX 
V7. 1 can recommend UNIX - The Book' by M Banahan & A 
Rutter, Sigma Technical Press (ISBN 0-905104-21-8). Our copy is 



I ha ve already mentioned that the 'manual' supplied is short, 
and that you will require the Operating Systems book and 
probably a UNIX book too. The supplied manual really does 
assume that you have a technical understanding - it is not an 
idiots' guide. You will have to read it several times to become 
really familiar, and 1 spent my time flipping through it trying to 
find the relevant section that described how to do each task. 
Once you have MINIX set up and ready to go, you should find 
you need it less. Chapters cover 'Booting and Installing' (14 
pages), 'MINIX-ST Users Guide' (19 pages to cover super- users, 
keyboard codes, MINED, all the ways to use the C compiler, new 
MINIX commands, and ST libraries), 'Recompiling MINIX -ST' (5 
pages), 'Changes to the Implementation' {16 pages), and Troub- 
leshooting' (4 pages). It is brief, but contains ail the information 
you need - any more that you want is probably in the book. 
Neither the manual nor the book give any detail of the C library 
calls - again you have to look elsewhere for this sort of detail. 

Finally, the manual describes how to get more information 
about what is happening to MINIX, by accessing the USENET 
conferencing systems (available on many UNIX systems). This 
network is mainly available to students and professionals - so 
should not be too much of a problem for students in higher 
education. They suggest a readership of 10,000 people - an 
impressive number of MINIX users! 

CONCLUSION 

MINIX is not for those who consider their computer a tool. It is 
for the hacker who wants to get 'inside' the computer and tinker 
with it. As such, it is very good, but you will not get a great deal 
of use out of it unless you have more than 512K. Twin 720K 
disks, or a hard disk makes things much more usable. Consider- 
ing UNIX occupies a 40Mb di.sk minimum, running MINIX on a 
single sided 512k system 15 incredible, but nol practical. On a 
larger system MINIX-ST is good. If you are a hacker or student of 
computer science (preferably both) MINIX is for you, but other- 
wise you may find little use for It. # 

UNIX is a registered trade mark. 
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EDUCATION 



FUN 

SCHOOL 



2 Educational software in the best selling soft- 
ware charts? Unbelievable, but true. At the 
time of writing, this series of educational 
packages has been as high as number 4 in 
the Gallup software charts, right up there 
with the blast J em ups! Who said educational 
software never sells! 

There are three packages in the Fun School 2 
series, categorised by aye group to cater for 
the under>6s, 6-8 year olds, and over-Ss. Each 
is attractively packaged in a colourful cardboard box containing 
two program disks, nicely produced instructions and parents/ 
teachers' notes printed on glossy cord, and a metal pin-on budge 
for the child to wear. 

There's a strong family resemblance between ull three packages. 
Each consists of eight separate programs selected from a graphic- 
al menu, and all have a similar style about them. The graphics 
and animation particularly are of a very high standard through- 
oat. These programs are not just maths and spelling drills, but 
provide a whole range of exercises designed to make your child 
think and learn in many different ways. 

Mast of the programs allow you to set the initial skill level, and 
will then automatically adjust themselves to the child's ability. 
Exercises using words allow you to add your own word lists once 
the child tires of those supplied- for those feeling brave it 's 
possible to modify the programs using STOS. Everything was 
written in STOS Basic, so if you own STOS you can change the 
code, sprites, graphics or music for your own purposes, 

Program control and entry of answers is via the keyboard or 
joystick and should be easy enough for virtually any child to 
cope with. Correct answers are usually rewarded with the obliga- 
tory nursery rhyme music, but here it's handled extremely well 
using multiple voices playing in pleasant harmony. And thank- 
fully., there's not too much of it anyway! 

Let's have a look at each of the packages now to see what they 
contain. 



UNDER SIXES 



bouuentrs 



The eight programs in 
this package cover 
shape recognition (in- 
cluding letters), colour 
recognition, counting, 
word building., spelling, 
experiments with num- 
ber sizes, creative writ- 
ing using the keyboard, 
and logical thinking. 

Other concepts, such as up, down, left, and right are learned 
incidentally. The teddy beur is used as a recurring character, and 
even appeurs us a cursor in several exercises! 
TEDDY COUNT is a favourite with children (and me!). This has 
up to nine delightfully animated teddy bears dancing round the 
screen. The child has to count them and key in his answer. They 
then form themselves into a line, and if the answer was wrong 



There hasn't been much 
educational software for the ST 
but John S Davison and his son 
Pete have been having great 
fun with some new releases 



teddy count] co lour train 



eddy picnic 




icka letter 
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they step forward individually to be counted again. If the answer 
is still wrong they count themselves for you. FIND THE MOLE has 
five molehills numbered according to size, one of which conceals 
a mole. The child has to guess which by keying in a number. If 
correct the mole emerges from his hilL If wrong the child is told 
whether the correct molehill is bigger or smaller and repeats the 
exercise until the correct answer is obtained. 
COLOUR TRAIN has a steam train chuffing along a track 
passing through coloured stations. The child has to stop the cruin 
at the station painted the same colour us the train, li lie succeeds 
various passengers get on and off the train, which then changes 
colour, and the process is repeated. Again die an i [nation is 
smooth and detailed, including touches such as puffs of smoke 
coming from the train's funnel. TEDDY BEAR'S PICNIC is a 
maze game in which the child guides Teddy through a maze of 
trees to find his picnic. This gives practice at logical thinking to 
negotiate the maze, and co-ordination of up, down, left, and 
right movement to steer Teddy to his food. SHAPE SNAP is a 
fairly simple exercise played like the card game Snap. Shapes are 
displayed onscreen and if they are the same the child presses the 
spacebar to indicate Snap. If different., he presses any other key. 
1 ligher levels use letters rather than shapes to introduce the 
concept of the alphabet. 

PICK A LETTER takes this a stage further. A letter is displayed 
and the child has to guide Teddy to find the same letter in an 
alphabet grid. The letter is then picked up and guided back to an 
answer space. Higher levels use words rather than single letters, 
introducing the idea of spelling. SPELL A WORD is yet another 
stage forward, and is similar in concept to B. Spell also reviewed 
in this issue. A picture is displayed and the child ha.s to spell the 
word it represents using the keyboard. This could be confusing to 
young children as the keys are marked with capital letters. 
WHITE A LETTER is the final stage of experimenting with 
letters and words. It allows the child to experiment with writing 
in the form of simple phrases, sentences., or even a little story or 
a short letter to someone. In fact it's his very first word processor! 
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SIX-TO-EIGHTS 

The second package of eight programs use some of the concepts 
from the first set, but in a more advanced way. Counting is 
extended to become arithmetic and is exploited hy several prog- 
rams, the idea of co-ordinates is introduced and an overall 
higher level of comprehension and logical thinking is required, 
Again h there's a recurrino, character and this time it's an amus- 
ingly animated frog. 

NUMBER TRAIN is an extension of Colour Train from the first 
package. As the passengers embark and disembark the child has 
to work out how many people are left on the platform, MATHS 
MAZE continues the maths topic. Here the frog has to be guided 
along stepping stones, some of which are occupied by robots. To 
pass these the child has to correctly answer an arithmetic; prob- 
lem. NUMBER JUMP provides a painless way of understanding 
the concept behind multiplica- 
tion tables. The child has to 
guide the frog across a pond by 
jumping only onto the LUypods 
marked with multiples of a 
given number. 

SHOPPING helps with read- 
ing, comprehension, and co- 
ordination skills. The child has 
to read a highlighted item from 
the frog's shopping list and 
then guide him to the correct 
shop to buy It The exercise 
ends when the frog has purch- 
ased everything on his list. 
BOUNCE is designed to encour- 
age co-ordination and logical 
thinking, The child aims a ball 
so that it hits an apple afer bouncing off various walls and 
obstacles in its path. It's probably the most difficult exercise in 
this package, and is challenging even for adults! 

TREASURE HUNT introduces the idea of co-ordinates. The child 
keys in grid co-ordinates to guide the frog to a particular grid 
square on the treasure island. He's then told how close to the 
buried treasure he is by the 'colder/warmer' technique. 

PACKING has the child guiding the frog to pick up shapes which 
have to be fitted together to form a rectangle. In the highest level 
one of the shapes may have to be rotated to make it fit correctly, 
CATERPILLAR is an amusing Hangman type game, where the 
child keys in letters to find a hidden word. If a letter is correct it's 
put in its correct position and the caterpillar moves closer to an 
apple. When the word is found the caterpillar chomps his way 
noisily through the apple. 



OVER-EIGHTS 

In this package the programs are linked in that the first seven 
each provide a password if completed correctly. These passwords 
are needed to successfully complete the eighth program. The 
exercises presented here will challenge the child's reasoning and 
logical thinking skills and should be advanced enough to keep 
the brightest of children occupied for quite a while. The theme 
character is a robot this time. 

BUILD A BRIDGE is a more complicated version of Packing 
described above. Coloured shapes have to be fitted together to fill 
the gap in the bridge. Its higher level has more shapes than are 
actually needed, making the exercise a little harder. SOUVE- 
NIRS mixes a little geography and maths. The child has :o pi an 
a route through Europe visiting each country only once, buy a 
souvenir in each one, and end up back in the UK. He's given an 
amount of cash in Sterling, but buys souvenirs in local currency 
using a specified exchange rate for the currency conversion. At 




the highest level the countries' flags are shown instead of their 
names, so the child has to be able to recognise these. CODE 
BOXES introduces the child to coded numbers. He has to deduce 
the coding system, in reality a base change, from the clues given. 
MYSTERY MACHINE requires the child to decipher the code 
used to encrypt the instructions to operate the machine. The 
exercise is completed by following the instructions made visible 
by successfully cracking the code. PASSAGE OF GUARDIANS is 
a similar idea to Maths Maze from the previous package. This 
time the child hus to get his robot past the Guardian Robots by 
solving anagrams. 

UNICORN has the child controlling a robot in order to carry u 
bird, a worm, and an apple one-by-one through a forest maze it) 
where the Unicorn lives. All is well while the robot is present, but 
when some are left alone together then trouble starts. I won't 
spoil things by telling you what happens, but solving the prob- 
lem can be quite u challenge, 
especially as there's a time 
limit imposed by the forest 
burning down! LOGIC DOORS 
is undoubtedly the most diffi- 
cult exercise of them all. It re- 
quires the child to find his way 
through a maze of rooms, each 
separated by coloured one-way 
doors. Keys of matching colours 
to open the doors are scattered 
around the maze, and to finish 
the game you need to open all 
the doors in the correct sequ- 
ence with the correct keys. 
There's a practice level allow- 
ing you to map the maze and 
locate the keys first, but you 
won't be given the password completing it this way. 
ESCAPE, the cightli program, is another maze exercise Similar 
to Logic Doors but without the keys. At certain points your way is 
obstructed, and to get past requires the correct passwords 
obtained from the previous programs. Each password can be 
used only once, so again mapping is advisable. 
Unfortunately, in the review copy Souvenirs and Logic Doors 
seemed to have bugs preventing their completion, This meant 
two passwords couldn't be obtained so Escape couldn't be com- 
pleted either. Database are now uwure of these, and hopefully 
should have fixed them by the time you read this. 

CONCLUSIONS 

There's only one word to describe this collection - fantastic! 
Never before have I seen educational material presented in such 
a professional and enlertuininu way, the nearest probably being 
some of the Disney programs. Pete, my seven year old son, can't 
leave them alone and keeps coming back for more. What better 
recommendation can there be for educational programs! 



FUN SCHOOL 2 
Under Sixes 
Six to Eights 
Over Eights 

£19.95 each 

Database 
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Software 
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EDUCATION 



B BYTES 

Educational 
Software 



B>Ware is a new software com puny set up by Atari 
dealer R. Bytes Computer Systems of Hinckley. Their in- 
tention is to use locol programming talent to bridge the 
yap between public domain and normal commercial software, 
supplying oil that useful educational, small business, and house- 
hold software most software companies ignore. Prices will be kept 
low by using simplified packaging and printing, compressing 
code and data to fit on one single-sided disk where necessary, 
and by eliminating fancy gimmicks. Here we have their first 
offerings in the educational category. 

B. SPELL is a spelling and letter pronunciation aid aimed at 
5-8 year olds, with options for 5-6 and 7-B age groups. It's 
designed for ease of use by young children so is totally mouse 
controlled, allowing the child always to work with screen display- 
ed lower case letters (as taught at school) rather than the 
confusing upper case letters on the computer keyboard, 
The program's main screen is simple and colourful and contains 
several large icons for selecting various options. Letters of the 
alphabet are laid out in order round the sides and bottom edge, 
and during the program's lengthy loud cycle each letter flashes 
in turn as a ladies voice pronounces it phonetically. The speech, 
(digitised by AVR ST Replay cartridge) is so clear you can even 
hear her soft Leicestershire^) accent! 

To use the program a letter can be chosen by the child or picked 
rondomly by the computer. A word beginning with that letter 
together with a bold, bright picture illustrating it are then 
loaded. For 5-6 year olds both word and picture are displayed 
onscreen, so the child can copy the spelling by finding and 
clicking on the same letters in the screen edge alphabet. For 7-8 
year olds the picture only is shown, so the word first has to be 
correctly deduced from the picture before it can be spelled out. 
As each letter is selected it's placed onscreen and pronounced by 
that nice lady again. Mistakes can be corrected by clicking on 
the 'rub-out' icon and a replacement letter selected. A click on 
the chequered flag icon signals the word is complete and if the 
spelling is correct a voice (male this time) says "Well done!" and 
the child's efforts are 'rewarded' with a burst of excruciatingly 
painful nursery rhyme music. If the spelling is wrong the lady 
says so, incorrect letters are indicated, and the child can repeal 
the exercise until he gives the correct answer. 
B.Spell comes with a set of 26 pictures, one for each letter of the 
alphabet, but is designed for use with additional picture sets. You 
can produce these yourself with the aid of the utility program 
described below. 

B-SPLLL CONSTRUCTION SET is available for just 
£5.00 extra if you buy it with B.Spell, or £9.95 if you buy it 
separately. To fully exploit B.Spell you really need this program, 
so it J s wise to buy the two together and save yourself a fiver. 
You'll also need a separate art program (Degas or Neochrome) to 
actually draw new pictures, I tried it with the public domain 
version of Neochrome and everything worked fine. 
To fit everything onto one single-sided disk B.Ware had to 
compress five of the file groups supplied. Before use these must 
be decompressed, a once-only operation easily performed with 



A small independent software 
publisher proves that you can 
produce educational software 
that is low in cost but not in 
quality as John S Davison 
finds out 




B.SPELL as well as colourful graphics, ii speaks to you! 



the ARCX.TTP program provided. One file group contains a 
complete set of 26 additional pictures ready to run with B.Spell. 
The others provide (in Neochrome and Degas formats) a set of 26 
pictures you can modify plus a set of 26 empty picture boxes tor 
drawing your own pictures from scratch. 

When a new set of pictures has been drawn, the Construction 
Set is used to convert them to B.Spell format, associate a word 
with each picture, and write everything to disk. They're then 
ready for use with B.Spell. You can also add single pictures and 
words to f or correct words on, an existing! B.Spell picture disk if 
required. And that's really all there is to it - simple but effective! 

B.Ware have started a 'swap shop' for B.Spell picture disks. Send 
them a disk containing a new set of pictures and £2.99 and in 
return you'll receive another disk containing FIVE sets of pictures 
for your own use. Also, they'll soon be selling ready-to-use 
picture disks for £5.00 each. 

KIDSOFT SCHOOL TIME MATHS is B Ware s first 
offering in the maths area., and is aimed at five year olds and 
upwards. It consists of seven different options covering simple 
counting, addition, subtraction, and multiplication exercises. 
Young children grasp the concepts of arithmetic more quickly if 
they can actually count the occurrences of recognisable items 
rather than trying to cope with something as abstract as num- 
bers. So, this program can rep] ate pure numbers with the corres- 
pond Lrif] number of pictures ol everyday objects. Par in stance 
instead of the number 3 the child is shown three bananas or 
whatever the program chooses from its large set of pictures. Once 
the child understands the concept, actual numbers can be used 
instead, 

A single screen is used for all seven options. This depicts a 
classroom, with a large blackboard spanning the wall facing 
you. Walking up and down in front of this is Teacher, who lakes 
the child through a series of problems of the chosen type. To help 
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the child there's an abacus along the bottom of the screen, and 
this may be used for working out AND entering the answer to a 
problem. 

The abacus has twenty numbered positions on it r any of which 
can be selected by usiny the mouse to slide a beod to the 
required number. For Instance, the sum 3+2 can be calculated by 
moving the bead to 3 and then moving it 2 places to the riyhl to 
arrive ot 5, A click on the mouse then enters this number, which 
glides up onto the blackboard as the child's answer. 
As the abacus can only count up to twenty it follows that no 
problem can have an answer greater than this, which means all 
problems are very simple, however as the program is aimed at 
very young children this is all that's needed. Exercises in division 
were omitted for the same reason. 
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K1DSOFT MATHS - Pay attention (each^r's watching! 



All exercises are conducted in the same way. Teacher starts at 
the left of the blackboard and moves across placing pictures or 
numbers and arithmetic symbols on it to construct the problem. 
As he does so he SPEAKS to the child (Leicestershire accent 
again?), orally stating the problem, If pictures are being used he 
counts the items onto the screen one-by-one, thus reinforcing the 
concept of counting. 

Correct answers result in a "Well done!" from Teacher and - you 
guessed it - that painful music again! Mistakes result in a short 
burp or two from the sound chip us the correct answer glides 
onto the blackboard to correct the error. 

Each exercise involves ten problems after which the child is 
shown onscreen how many correct answers he gave. Teacher 
doesn't actually speak this information, which is a pity, 

OVERALL CONCLUSIONS 

These prog rums are first class and should prove genuinely 
beneficial if used □ppropriutely. Young children will love the 
colourful graphics, sampled srieech, und who knows - even that 
awful music! Overall quality (music excepted) is excellent and all 
the programs worked flawlessly during the review period. 
5, Ware must be congratulated on this venture, and on the 
eminently sensible policy behind it all. I hope we see more from 
them soon, as current evidence shows their products provide 
unbeatable value for money, • 



B,SPELL - £14.95 

B.SPEIL CONSTRUCTION SET - £9.95* 
KIDSOFT SCHOOL TIME MATHS - £14.95 



Educational & Home Software 
on your Atari ST 



B. Bytes Computer Systems of Hinckley now supply : 
B. Spell £14.95 

A superb spelling program for your chikJ. Suitable tor 1 ages M nr children with learning 
difficulties Total mouse control, high quality spe ech and 26 pictures Tunes to reward your child 
and mistakes are corrected. 

Micromart commanded ihe programs - "Excelent graphics". Monitor Magazine rated the 
programs 9 out of l Q fur educational value 

Construction Set £9.95 or with B-Spell for only £19 95 

Now add your own piciures tg S-$peII. This will o>e it "unlimited potential", s aid ST User! - and 
so it do«5 

□ raw in Neochrome or D&gaSv26 newpkrturas included for you to use orator and no upgrade 
is required for B Spel to use Construdion Set 

B-Base II V.I. 5a £14.96 

Perfect Database lor all your household &r small business uses, 

"Vary user rri&ndry'.'WII written', Veiy rapid", "very refeble in use and extremely good value for 
money" •said an impressed monitor magazine. 

NEW FOR 1989 - Maths H 4.95 

Perfect companion to ft-Spall. Sevan programs in one r add. subtract, mudip^and count pictures 
and numhers, speEch and ahacus, as well as an animated teacher which makes learning fun. 
Tunes reward success and errors ara contacted. 

NEW FOR 1989 - Playspell £14.95 

Multi-level platform game and spelling incorporated, data disks to follow at tSM each 

Prices indwte VATS P&P, ch&quss payable to: B. Bytes Compute Systems 
Hardware and soltwar* information pack available tor moat makes of computer 

B. Bytes Computer Systems 

19 SourMeld Road, Hinckley, Leicestershire LE10 1UA 
Tel: (0455) 613377 




ATARI & AMIGA 
Specialists 



SOFTWARE 

EXPRESS!!!!/ 

Interested in the 
Atari ST or Commodore Amiga? 

Then talk to us - we are one of the leading specialists 
in Atari & Amiga products for both home and business 

We have a wide range of products including: 
Computers, Printers, Hard Disks, Diskettes & 
Boxes, Monitors, Modems, Laser Printers, 
Plotters, Books & Magazines, and of course, 
a wide range of software for Entertainment, 
Music, Programming, Education .Graphics and 
much, much more. 

For the business user we have systems for 
Accounting, Payroll, Desktop Publishing, 
C.A.D., Word Processing, etc. 



Why not give us a call, or better stiii, visit one 
of our centres in 

Plymouth 

.9 Exeter St The Viaduct 
Plymouth 
0752-265278 



Birmingham 

212-213 Broad St 
Birmingham, B15 2JP 
021-643 9100 



P,S, Bring Ihfs ad with you and get a discount of up to 10%] 
P.P.S. This advertisement was produced using an Atari ST. 
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LADBROKE COMPUTING 
INTERNATIONAL 

The Country's Leading Alan Specialist " 




mONE FOR NEW PRICES ON 8 BIT SOFTWARE AND HARDWARE 



SPECIAL OFFER ON DISKS 
S.2S n D/SD/D 96 TPI (QUA D DENSITY) 

10 £6.50 10+BGX £7.50 

100 £60 1QG+B0X £65 

These arc top quality products not cheap seconds. All 
disks come with an unconditional lifetime guarantee. 

DUST COVERS 
Computers £3.99 Monitors £4,99 

Disk Drives £2.99 Printers £7.99 

Please Stale for which model you require a dust cover. 



Star LC10 
Citron 120D 
Epson LQ500 
All Printers 
Interfaces Are Separate. 



PRINTERS 
£1S9,99 Star LC10 Col 
£149.99 NEC 2200 
£359.99 Star LC24/10 
Come Complete With 



£239.99 
£359.99 
£339.99 
Cables ETC. 



Our Atari trained engineers will repair all hardware in 
minimum time at competclive rates. Ring for 
quotation. All repairs carry 90 day warranty. 



MACHINE CODE MONITOR BOARD 

Suitable for 130 X£ and 800 XL this useful add on provides the 
user with a niEiehine code monitor+old Operating system with on 
screen SO column mode and existing Operating System. The 
Monitor includes standard search functions and direct disk access, 

£79,99 

HARDWARE 

65 XE Computer Starter Pack. Includes Games, Joystick, and data 

recorder. £79.99 

130 XE Computer Starter Pack. Includes Games, Joystick, and 

data recorder. £119 

XF 551 Drive £169.99 

XC 12 Recorder £27.50 

All I laid ware/Soft ware is tested prior to selling to ensure 
satisfaction. Hardware is supported by on site engineers. All 
prices include VAT. FREE DELIVERY on orders over £10. 
We stock a wide range of dedicated books and magazines. 
TO ORDER Simply send, or phone your order, stating Full Name, 
Address, Visa or Access Nos, Cheque or Money order. Make 
Payable to Ladbrokc Computing International. Over 500 titles on 
Cass/Disk. Please Send SAE for Catalogue. 



PHONE FOR NEW PRICES ON 16 BIT SOFTWARE AND HARDWARE 



Educational Software 

Spell with Oscar £12.99 

Spell with Oscar teaches keyboard skills, spelling and 
motor coordination pictures of objects must be identified 
and Ihen spelt correctly under Oscars supervision. 

Extra data disks available increase vocabulary by 160 
words £6.99 



Add with Oscar 

Add 



teaches 
division with 
table, 



addition, 

selectable 



£12 99 

subtraction, multiplication and 
difficulty levels and Hi-score 



Utilities 

£12.99 

is a Directory Database Compiler, 
customised format and copy protect 



Trilogy 
Quick list plus 
Mastermat is a 
programme. 

Piestrip is a full screen picture manipulator which 
Supports GFA, FAST, H1SOFT TURBO and ST B ASICs. 
Compatible with DEC AS, NEOCHROME and AB 
ANIMATOR. 

Phone for 2, 25, 4 Mb upgrade boards, I Mb memory 
upgrade, drives, monitors* hard drives and Atari PCs 



AB Animator £14,95 

Animated Graphics Tool for the ST. Supports GFA and FAST 
Basics. Compatible with DEGAS and NEOCHROME files. Full 
Facilities such as Draw, Fill, Grid Copy etc. 

Mid/studio £99.99 

in is is a 20 track Midi music studio with real time recording and 
step time editing. Comprehensive phrase arrangement make this a 
strong competitor for pro 24* 

" will give Steinbergs Pro 24 a run for it's money rt 
ST WORLD March 89 

IlffiStamcr. £89.99 
The IMC scanner provides high quality graphics digitising. The 
comprehensive software offers scanning resolutions of 75, 150, 
216, 300, 360 and If XX) dots per inch horizontally. An example 
disk is available which contains a slide show of images scanned 
with this product. The disk is offered at £3.99, £2.00 of which is 
redeemable on purchase of a scanner, 

PHONE FOR LA TEST PRICES EXAMPLE 

MEGA FILE 30 HARD DRIVE £475 

520 STFM SUPER PACK €36 9. 99 

520STPMEXPL ORER PACK £279.99 
1040 STFM+CHOICE OF SOFTWARE £449 

1 MB CUMANA DRIVE £89 99 

STAR L CI 0 PRINTER £189.99 

STAR LC 24/10 PRINTER £33999 



Ladbrokc Computing International, 

33 Or ms kirk Road, Preston, Lanc^, 

PR1 2QP, Open Monday-Saturday 

lO am to 5.30 pin. Dealer enquiries welcome. 




ORDER BY PHONE 
Cull U£ on rtuntbws beloiv and pay with > oiir 
ci cdil ctuil. 





ORDER BY POST 

Mflke cheques TO'x payable to Ladbrokc Computing Ihta i»l IDnaL. 
Sl ii.I S for full catalogue. 




Ill (0772) 203 I 66 or 2 1 47 4 
BJ Ltdbrol* C«rj>tfini Innrwwma! it * vrtlng niffw of Wihot Mark*lLij Limtod 




POLICE 
QU EST 1 1 

The Vengeance 




I don't particularly like to compare a 
new' game with it's predecessor as ] 
believe a game should be judged on 
it's own merits - yet this is necessary with 
a sequel, and what a sequel it is! 

The first Police Quest followed the hunt 
and subsequent apprehension of one Jessie 
Bains. Now he's out! The failer is dead and 
you are once again cast in the role of 
Sonny Roods, charged with the ultimate 
capture of the Death Angel. Time has 
naturally moved on since PQI and you are 
now a Detect! ve, still based at Lytron, but 
assigned mainJy to homicide cases. To add 
further intrigue to the quest and possibly 
increase your vigilance, your girlfriend has 
also been kidnapped by the Death Angel 
.... and she left you such a sweet message! 
The game documentation boasts your in- 
volvement in underwater scuba missions, 
handling a skyjacking and the safe dispos- 
al of possible explosive situations. All the 
skills necessary to curry out these tasks 
have to be learned and practised as you 
progress deeper into the game. 
The graphics in this sequel are verging on 
the superb, with far greater detail shown 
and much more use made of the objects 
situated in your on-screen vicinity. Try 
playing with the Sierra computers In any 
of the offices and check out your rear- view 



mirror when driving along to see what I 
mean! 

As with all Sierra games the motto is: 
SAVE OFTEN - SAVE EARLY. Clues abound 



POLICE QUEST II 
Sierra On- Line 
£24.95 



I can say that this game really is a plea- 
sure to play, almost like controlling a film! 

One finalr and important, point that must 
be raised is the fact that these later Sierra 
On- Line gurries require o DOUBLE-SIDED 
drive,, but you will find an offer of ex- 
change for sirujh- sided drive disks en- 
closed in the game packaging, provided 
you enclose a further ten dollars for this 
service! As it stands, the game comes on 3 
double sided disks. 

You may be somewhat disappointed to 
leam that fim Walls - the author of both 
Police Quests - has no immediate plans to 





in the not-so- 
obvious areas, 
such as the numer- 
ic code for your 
personal locker 
(.flip the business 
card that you 
should have found 
in the glove com- 
partment of your 
initial location!). 

Police Quest II is 
based on real life 
in a U.S. Police De- 
partment so, as 
you can well im- 
agine, the scenario 
is vast and the situations are inexhausti- 
ble! A thorough reading of the Homicide 
Officer's Guide (enclosed with the game). 
Is a must, if only to leam the correct word- 
ing for the various U.S. Police procedures 
- remember 'ADMINISTER FIELD SOBRIETY 
TtST r In the first one?! 

Most inputs are understood and acted 
upon ... eventually! 
On the 520ST it 
seems rather a long 
time for everything 
to happen, yet 1 can assure you that the 
wait is well worth it! As usual I tried a 
varied input and was subsequently 
corrected several times ... a glove 
LOCKER doesn't exist yet a glove 
COMPARTMENT does, and ear 
MUFFS can be requested and 
obtained yet only ear PROTECTORS 
can be used!! Minor points really, 
but it shows that even with a com- 
prehensive vocabulary, the best 
games (players?) are easily fooled! 
Most doors open automatically for 
you, but not all. 1 was particularly 
pleased to find that I didn't have to 
try and manipulate my car around 
Lytton - just 'DRIVE TO (wherever)' 
provided you have previously justified 
your journey! There are two main areas 
you MUST check out before leaving the 
Police Station, these being your Storage 
Bin in the entrance hall, where you find 
your Field Kit' and your Locker, where you 
find the rest of your equipment. Examine 
all locations and TALK to everybody, you 
never know wriat you may learn! 
I'm not going to spoil things for you by 
Ljomg riny further into the game and re- 
vealing too many of the treats in store, but 



write a third in the foreseeable future, but 
the the good news is that Sierra have com- 
missioned him to produce 'Operation Code 
Name: Ice Man r - a new undercover spy 
thriller about hi-tech weaponry and hi- 
tech crime. This should hit the United 
Kingdom about this time next year, all 
being well. # 



reviewed by John R. Barnsley 



SOME CLUES 
FOR GETTING STARTED 

DON'T READ IF YOU DOJVT 
SEED HELP! 

(a) Read the game manual! 

(b) Check out both your storage bin 
(by the counter) and your locker (first 
one you come to on the LEFT of the 
Locker Room). 

(c) The reverse of the business card 
will open your lockerf 

(d) Open the filing cabinet and read 
the named files for further informa- 
tion. 

(e) Check out the Tiring Range and 
don't forget to ask for ear protection. 

(f) Listen carefully to what your su- 
perior tells you and don't forget to 
get authorisation before you go else- 
where. 

(g) You want to drive around? Get in 
your car and DRIVE TO THE AIR- 
PORT .... see what happens!! 

(h) You did know you had some 
money with you, didn't you? 

(i) SAVE OFTEN - SAVE EARLY1 
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ST GAMES ... ST GAMES ... ST GAMES.. S 



ANDES ATTACK 

Llama soft 
£9.95 




Reviewed by 
John Davison jnr 



Reviewing a program written by Jeff Min- 
ter is always a pleasure. His strange sense 
of humour Is evident throughout his 
games, from the highly amusing instruc- 
tion sheet to the game itself. Andes Attack 
is no exception to this. It is, in fact, a 
complete rework of Jeffs very first game, 
which was released an the VfC-20, 

The objective of Andes Attack is to fly 
your fighter craft over the planetoid de- 
fending the friendly llamas from attack by 
the evil (and now infamous) Zzyaxian 
empire. The empire's intention is to abduct 
the animals and transform them into 
crazed mutants by using the llamas'' inter- 
na] organs. In appearance and style 
'Andes Attack' is very similar to the old 
classic 'Defender', being an extremely fast 
horizontally scrolling shoot 'em up, 

The game is controlled using the mouse 
and keyboard. The mouse is used for 
movement and the buttons to activate the 



thrust and for turning around, The key- 
board is used to activate the weapons and 
other facilities which are at your disposal, 
being the all important laser gun, your 
shields, and the ever useful smart bombs 
which destroy everything on the screen. 

Gameplay is almost identical to 'Defen- 
der' in that you have to shoot fust about 
anything that moves, whilst at the some 
time deciding whether a smart bomb or 
the shields should be used. Whilst all this 
is going on you must also watch your 
scanner. This shows the entire planet, 
enabling you to locate the uliens and also 
to see where the llamas are being token 
from, so you con rescue them. 

The game contains many nice little fea- 
tures which are most obviously |eff Minter 
creations. For example., the pause mode 
does not merely freeze the game, it enables 
you to. play with the game's sound effects 
(using the keyboard to activate them) 



whilst watching pulsating patterns, 
Throughout the game there are levels 
known as the "Free Lunch Waves" where 
all of the enemy craft are of the 'high 
scoring 1 ' variety as opposed to a mixture of 
these and the lower scoring lander craft 
which attack the llamas. These levels en- 
able you to rack up huge scores by oblite- 
rating everything you encounter, Obtain- 
ing high scores enables you to receive 
extra ships, shields and smart bombs. 

The graphics, whilst not being superbly 
drawn are incredibly colourful. During 
play, the game screen is a mass of throb- 
bing psychedelic colours which are quite 
stunning. The audio effects are also very 
good and come into their own if you play 
the game with the sound turned up LOUD. 

Anyone else would be trying to sell this 
game at around £20, Jeff however, in true 
maverick fashion, does not believe that 
£20 is a fair 'full price' level for games of 
this type. He maintains they are no harder 
to write on the ST than on the old 6-bit 
machines, so there is no justification for 
charging twice the 8-bit price! Hence the 
low price of this program. It is a pity the 
rest of the software industry do not follow 
his example! 

Overall, as with all Llama soft games, 
Andes Attack is utterly fantastic. lt J s in- 
credibly fast, tremendous fun, and a true 
bargain at the price, if you like a good 
blast then you'll love this one' 



BALLISTIX 

Psygnosis 
£19.95 



Reviewed by 
John Davison jnr 



Every time a new Psygnosis title arrives for 
review I always seem to start by comment- 
ing on the incredibly impressive presenta- 
tion of their games. From the packaging to 
the graphics and sound of the game, Psyg- 
nosis titles always seem to 'ooze' sheer 
quality. Ballistix is no exception to this. 

The packaging is up to the company's 
usual high standard, being a sturdy box 
illustrated with some .superb artwork. The 
game is basically a high speed ball game 
set in the sports arenas of the future. All of 
the action is viewed from above the arena 
and your J player' is an arrow which is 
moved around to direct the ball. The aim 
of the game Is simple, you must score 
more goals than your opponent in order to 
win the match. Achieving success, howev- 
er, is difficult as there are a large number 
of obstacles which hinder your gameplay. 




Splitters fill the screen with dozens of balls, 
red arrows speed the balls up to incredible 
velocities, and tunnels hide them from 
view. Bumpers cause the balls to fly about 
at crazy angles and magnets pull the ball 
away from your control. To move the ball 
around the arena you must fire smaller 
cannonball type projectiles at it to push it 
in the direction you want it to go. 
In the one plover game you actually 
battle against gravity on a tilted pitch 
rather than against the computer itself, 
and you can take on a real opponent in 
the two player game. There are a lurge 
number of variable settings you can adjust 
to make the game easier or more of a 
challenge. For example, the speed of your 



projectiles can be varied. 
The graphics, as one 
would expect from Psygno- 
sis, are extremely good. 
When the game first loads 
the credits scroll up the 
screen with commendable 
smoothness, and once this 
has finished a superb pic- 
ture is 'rolled' down the 
screen. The game screens 
are equally as striking, 
being intricately drawn. 
The weird and wonderful 
members of the crowd can 
be seen along with the 
people who are critically watching over 
the match. At the start of each game a 
large figure floats in and announces the 
match, The ball is then placed on the 
pitch by a rag covered skeletal hand. 
The sound is also very effective, being 
mostly sampled, especially the speech at 
the beginning of eac h game, and the 
cheers or boos when a goal is scored. 
Overall i found J Ballistix' to be quite 
impressive, and thought it to be especially 
good for two players. The graphics and 
sound are both excellent and the presenta- 
tion in general is of Psygnosis' usual very 
high standard. 

Looks like Psygnosis have come up with 
another winner, once again. 
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BLASTEROIDS 

Imageworks 

£19.95 



Reviewed by 
John Davison jnr 



The press release for this gome claims 
that "Blasteroids, which was a redesign of 
Atari's classic hit Asteroids, was a huge hit 
in arcades, combining o highly successful 
game concept with the latest technology," 
On loading the game it is obvious that it 
is derived from Asteroids, however there 
□re several distinct changes from the ori- 
ginal. The most evident difference Is the 
ability of your ship to transform its shape 
into one of three different types of space- 
craft. These ships are the Speeder, with its 
incredible speed, the Fighter, with im- 
mense Firepower and the Warrior, which is 
much larger and has the heaviest armour. 
There are now five different types of aster- 
oid, some of which are particularly nasty. 
These include Seekers, which fly straight at 
you when shot, and Egg asteroids which 
release Leeches. These beastles attach 
themselves to you and sap your energy. 
Control of the spacecraft is the same as 




Asteroids in that to move you rotate the 
ship to face the desired direction then use 
the thrusters to propel it forward. Other 
differences are the multi player option,, 



'the feel of an 
arcade game' 



where two players can play simultaneous- 
ly to defeat the enemy, and also the cus- 
tomisation of the spacecraft, where extra 
features can be added to make the craft 
more powerful. 

[ he aim of the game is to clear the 
galaxies of evil forces and to ultimately 
destroy MUKOR, the evil ruleT of all galax- 
ies. Each sector within a galaxy contains 
many asteroids which must be cleared. 



Within the asteroid fields you will also 
come across various enemy craft which 
will do all in their power to destroy you. 
The destruction of on enemy ship of any 
kind will enable you to pick up a piece of 
special equipment such as more powerful 
guns or shields to customize your ship. 
These extra features make it considerably 
easier to complete the higher levels. 
Upon loading the game for the first time, 
having not seen the it in the arcades, l was 
not sure what to expect in terms of 
graphics. The loading screen did nothing 
at all to boost my hopes, as it is not 
terribly impressive, however once the 
game has loaded it is apparent that a lot 
of effort has been put into the graphics, as 
they are of a very high quality. The sprites 
are all shaded to good effect, being very 
colourful and smoothly animated. Sound 
effects are not exactly wonderful however, 
although this is made up for by a fairly 
reasonable, if repetitive, background tune 
which fits the game very well. 
Overall 'Blasteroids' is a very well pre- 
sented game which has the feel of an 
arcade game. The graphics and sound are 
of good quality and the game will appeal 
to fans of shoot 'em ups. My only minor 
quibble is that it is not exactly the most 
original of games. Over the years there 
have been a great number of Asteroid 
clones, although this is one of the better 



ones. 



BOMB FUSION 

Mastertronic 
£9.95 



Reviewed by 
Damon Howarth 



The term budget software has been ap- 
plied to many variations of quality and 
style and this game offers no redemption 
to the reputation that some budget soft- 
ware has of also being budget quality. In 
this platform game., which owes much to 
Bombjack, the player is cast as a slightly 
ineffective super hero charged with defus- 
ing a nuclear reactor plant, The fact that 
he arrives in a "clapped out Sinclair C5" 
gives away much of the game's origins. 
The packaging of the game borders on 
total misrepresentation, since the screen- 
shots are labelled in small print as Amiga 
version and show some spectacular, inter- 
national backdrops. On loading into the 
ST there are no backdrops and very poor 
graphics, indeed one could be forgiven for 
thinking that the colour display and sprite 




techniques were basically a Spectrum emu- 
lation of the early 1980s. It is not a parti- 
cularly playable game, in so far as both 
joystick recognition and collision detection 
are not the most accurate. There are sever- 
al screens but all are somewhat repetitive, 
the only actions that are needed are to 
firstly collect as many parts of what seems 
to be a paper chain's loops and then put 
them in a bin while dropping off platforms 
to defuse the burning bombs. To make life 
a little more difficult there is a bouncing 
ball that will drop on you and deplete 
both your power and your paper chain, 
this means that it takes more time to com- 
plete the level and raises the chances of 
vour destruction. 



The buckg round music is 
thin and repetitive and it is 
fortunate that there is the 
option to use a function key 
to dispel it. There is little to 
say on the positive side save 
that it is quite an easy 
games to play and should 
you feel nostalgic for the old 
eight bit budget game then 
this is a good reminder of 
the worst of its genre. I was 
particularly disturbed by the 
screenshot issue since the 
packaging of the game 
would make impulse or non trial based 
buying a possibility, and although I accept 
that this sort of packaging has been 
around for some time it does not make it 
any more acceptable, I fear for the youn- 
ger buyer on limited budget who may feel 
that this is a relatively inexpensive option 
and looks to have exciting graphics. It is a 
pity that Mastertronic. who are bring] rig 
out some excellent cheaper software have 
to allow this sort of thing onto a machine 
as sophisticated as the ST. 
There is no way 1 can recommend this 
package as there are infinitely superior 
alternatives on the market. If you see this 
game in your local store either see it run 
or avoid with extreme haste 
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ADVANCED RUGBY 
SIMULATOR 

Codemasters 
£19.99 



Reviewed by 
Damon Howarth 



The roar of the crowd at Twickenham, the 
flash of Murrayfield tartan and the echoes 
of Land of My Fathers washed over me as I 
looked at this package. On loading it 
showed a well designed screen with suit- 
able soundtrack and it 's option screen 
gave a well thought out menu system acti- 
vated by the joystick. The mouse has to be 
replaced with a joystick to facilitate control 
in this eight a side simulation of Rugby 
Union. 

The options available offer the player 
either computer or human opponents and 
even goes as far as allowing up to eight 
people [with optional computer) to par- 
take in a league, which would prove excel- 
lent in clubs or similar establishments. It is 
possible to designate various playing for- 
mations and styles and even to select 
names and colours for your teams as 




opposed to the default countries. Once all 
these decisions have been made, or 
ignored if you just want to play selection 
of the playing mode takes you onto the 
pitch for the kick-off. 

The control for this is more than adequate 
and although it is occasionally a little 
wayward any problems lie with the skill of 
the operator rather than the program 
ignoring the user. Running and passing is 
by way of joystick direction with the player 
under control being indicated by a large 
arrow over his head. It is possible to ex- 
ecute Gary Owens or up and unders with 
deft control of the stick. The computer pro- 
vides an opponent of extreme difficulty, 
there is a definite sense of achievement in 
scoring against it, but as in all such games 
the true beauty is in its two player mode 
wherein both participants can blunder 
away while learning without conceding 
embarrassing losses. 



'the roar of the 
crowd the flash 
of tartan ' 



The area that needs most practice is the 
drop kick since the written instructions are 
most imprecise on the matter and it en- 
tails a great deal of well timed pressing of 
the fire button. This feature can regularly 
lose the match against the computer and 
Scotland;* kick ahead tactics are very hard 
to recreate. It is vital that this function is 
leamt to enjoy the game to it's full poten- 
tial. The kicking is perhaps second only to 
the scrummage procedure wherein frantic 
waggling of the stick will gain possession 
of the ball. 

The sub screen following a score is enter- 
taining in so much as most occasions 
.show just a cheery and partisan crowd but 
every so often Erica Roe will streak across 
the screen for light relief! Other similar 
little touches add to the general atmos- 
phere of the game. Even as an American 
Kootbal! addict I found this game most 
entertaining and far better than many soc- 
cer simulators, I recommend this to any 
computer sportsters with the slightest in- 
terest in Rugby, 



STEVE DAVIS 
WORLD SNOOKER 

CDS Software 
£1 9.95 




Reviewed by 
Damon Howarth 



Snooker games are becoming one of the 
most populous forms of simulation in the 
computer world. The ST has many of 
varying standards and r 1 am pleased to 
say, this is one of the better ones, CDS 
have come up with a formula which re- 
flects the thought behind pocketing balls 
rather than a contest of drawing lines be- 
hind balls or catching cyclical lines. 
The packaging is as sober as the game of 
snooker itself with a black box and a 
photograph of Steve 'interesting' Davison 
the front, the supplied booklet is, however, 
detuiled and explains the rules of all the 
baize and ball variants it is capable of 
playing, Each uses the same friendly con- 
trol system of mouse input and menu con- 
trol for strength, spin, direction and even 



position of the white when necessary. 
There is even a magnify option for close 
ups on tricky shots. The cue action is deter- 
mined as a matter of where you wont the 
ball to travel rather than angle of cue to 
ball. There ure six levels of play ranging 
from Novice through to Steve Davis and a 
variety of opposition consisting of either 
the computer or another player and a 
choice of who breaks first. 
There is r the now mandatory, speech 
synthesis to inform the player of points 
scored, penalty strokes or whose turn it is 
and some excellent title music sampled 
from pot black, In the game sound effects 
are purely tho.se of ball" on ball in a series 
of clicks which do not bear a great resemb- 
lance to those heard at the average snook- 
er hall. That apart it does lend itself to 
promoting the serious contemplative 



atmosphere of the game. 
The most entertaining thing about this 
game is the number of other variants that 
are available all of whic h are as faithful to 
their original us the title game. There are 
the two forms of pool (American and Brit- 
ish) but sadly the British version plays in 
the Yellow and Red ball version rather 
than the spots and hoops of my youth. 
There ore also two forms of billiards avail- 
able in the form of Cannon and standard. 
In Cannon there are no pockets and all 
points are scored through the Cannon shot 
in various forms. It is perhaps the billiards 
mode 1 found most entertaining especially 
since on lower levels the computer is as 
prone to silly mistakes as normal mortals 
in real billiards halls. 
The control system is the same through- 
out with only minor adaptations to the 
choices to suit individual requirements, for 
example snookeT will request which colour 
is to be nominated during a break whereas 
American pool will ask for pocket and ball 
nominations, 

On the whole I felt this to be an enjoyable 
and highly playable simulation and feel it 
leaves many of its rivals snookered! 
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ZANY GOLF 
Electronic Arts 
£24.99 



Reviewed by 
Damon Howarth 



Memories of sunny Sundays on More- 
cambe Pleasure Beach, sticky rock and 
sand in the toes are evoked by this most 
pleasant oi programs, r he design is fien- 
dishly simple and like all the best ideas 
demanding of great skill. 

The basic idea is to emulate the crazy golf 
courses of most popular seaside resorts but 
with some electronic twists. Sadly there are 
some American overtones to this most Brit- 
ish of ideas but they do make the game 
even more whimsical and thus may be 
forgiven. The packaging of the game is 
adequate Ln the standard CD style box 
and there are sufficient instructions to 
make the game playable straight away. 

There are nine holes on this course each 
totally different from the other, the 
method of putting your hall is via mouse 
control. First position the cross hair over 
the ball and pull back leaving a dotted 
line as a sort of power marker behind it 




then release the button and the ball is on 
its way. So far so good, hut obstructions 
get in the way. For example the hambur- 
ger that squats over the second hole and 
jumps up and down necessitating timing 
in the holing out of shots. Many shots 
need a skill that would be envied by Steve 
Davis as trajectory and trigonometry come 
to the fore to make successful putting pos- 
sible. 

Not all holes require the same skill, some 
require pinball skills, others require the 
accurate placement of a first shot to set up 
a final putt, indeed each of the nine holes 
presents its own problem. The game ends 
at the end of nine holes or, as is more 
usually the cuse r the allotted number of 
shots runs out and terminates the game 
early, Sadly this feature means that the 
unlucky player cannot ever finish the 
game since running out of shots means a 
total restart, This is infuriating but equally 



'with its realistic 
bouncing Big Mac 
and squirting 
Sauce bottle' 

challenging adding to the addictive fla- 
vour of the game. Bonus shots are obtain- 
able by rolling the ball over a random 
fairy or completing a hole m as short a 
time as possible these shots allow an ex- 
tension of game time. Some holes have a 
graphic humour such as the Hamburger 
Hole with its realistic bouncing Big Mac 
and squirting Sauce bottle. My particular 
favourite is the Fan Hole in which the ball 
is guided round the adequately scrolling 
maze by mouse waggling and activating 
fans to blow it in the optimum direction. 
Most frustrating is the Ant hill hole, which 
moves with the ants, all very strange! 
The game is playable by up to four play- 
ers which allows for sociable use of the 
computer and owing to the fact that it 
does not rely on high speed reactions and 
multiple deaths of helpless aliens is attrac- 
tive to a family audience. Indeed so fasci- 
nating was the artwork and graphic splen- 
dour that even my 70 year old mother 
(really!) found it enjoyable and possible to 
play. This is a definite U certificate of a 
game and as such lives up to its seaside 
origins. Highly recommended. 



BARBARIAN II 

Palace Software 
£19.95 



Reviewed by 
John Davison /nr 



At the finule of Barbarian 'The Ultimate 
Warrior \ the fantasy 'beat 'em up' game 
released last year, the hero managed to 
defeat the evil warriors of Drax thus 
freeing the Princess Mariana from his evil 
spell. As a result of this r the evil wizard 
fled to the dungeons which lie beneath his 
black castle and he vowed that he would 
wreak havoc: upon the fe welled Kingdom. 
The powers that be decide that the only 
way to stop Drax from succeeding in his 
evj| ways is to send someone to destroy 
him. The Barbarian and the Princess 
Mariana (an accomplished swordswoman) 
are the only two warriors within the king- 
dom who are skilled enough to survive the 
perils which exist within Drax's lair. 

The game begins as you select your char- 
acter, be it the Barbarian or Mariana. The 
selected warrior then walks towards the 




dungeon and the first level of the game 
loads. Your warrior must fight through 
three levels - the Wastelands, the Caverns 
and the Dungeons before reaching the 
final level, the Inner Sanctum of □rax. 
Each of the first three levels consists of a 
maze of approximately twenty eight 
screens. As each screen is viewed it is possi- 
bl€ to move your character left, right or 
into doors or caves which can occasionally 
be found at the back of the screen. As you 
travel through the levels you will have to 
bultle with a variety of beasts ranging 
from dragons to crabs until you finally 
reach the evil Drax. Magical objects can 
also be found on your travels which will 
assist you in various ways throughout the 
game, 

Graphically, the game is superb. The 
backgrounds are colourful and well drawn, 



and the sprites are all large, detailed, and 
superbly animated. One of special note is 
the Dragon in the wasteland, which is 
really huge! The sound which accompa- 
nies all of the characters and their various 
actions is very amusing. As far as I can 
tell, all of the sound in the game is sam- 
pled, from the 'Vincent Price' type speech 
heard as you select your character, 
through to the Dragon burping as it swal- 
lows your head having bitten it off! 
Overall the game is extremely good and it 
is obvious that some considerable thought 
hu.s gone into it. As well as being impress- 
ive to look at and listen to, Barbarian II is 
also a highly playable game which holds 
your attention for considerably more time 
than its predecessor. If only other well- 
hyped games could do the same we'd all 
be well happy! 
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DRAGONSCAPE 

Software Horizons 
£19.95 



Reviewed by 
Damon Howarth 

You have been transported through time 
and space to beautiful Tuvcmia to protect 
it against evil invading aliens, The only 
ally that you have is Garvan a good hear- 
ted if slightly mentally retarded dragon, 
your mission, should you choose to accept 
it, is to pick up and replace the various 
artefacts strewn around the country and to 
depose the king of Kaas thereby becoming 
a hero and saving the world. This makes 
as good a scenario for a fast moving six- 
teen way scrolling arcade game as any 
and the game that accompanies the plot, 
Dragonscape, is a good example of the 
thinking man's scrolling shoot 'em up. 
The loading is ominously quiet and the 
loading screen deceptively peaceful but 
once the gome has loaded the music be- 
gins. It is good strong music with the occa- 
sional sampled voice In it and from there 
the yumeplay gets better. The sprite repre- 
senting your steed and self is exceedingly 



FUSION 

Bullfrog/Electronic 

Arts 

£24.95 



Reviewed by 
John Davison jnr 

This release from Bullfrog/Electronic Arts 
is a scrolling shoot J em up style game 
which involves some thought, as it con- 
tains a number of puzzles which need to 
be solved in order to complete the game. 
The main objective of the gume is to col- 
lect all of the segments of 'The Bomb r and 
return to the storting point without des- 
troying your ship. 

To move around the alien levels you have 
a choice of two craft which are available 
for use at any time. These craft are the 
Mother Ship which is a large monoeuver- 
able fighter craft and the smaller, less mo- 
bile Assault Crawler which it carries. Vou 
can swap between the two as long as the 
terrain is suitable for the Mother Ship to 
land for the Crawler to disembark. 




mobile and very, perhaps overly , respon- 
sive to the joystick and the enemy are 
equally well defined and most deadly. 
Your only weapon is manoeuverability 
and of course dragon breath, a tried and 
trusted method of reptilian self defence. 
The game is fast and as such mistakes are 
costly with your dragon's skin fluking off 
to reveal skeleton below, once the skeleton 
is fully revealed the game is over. 
It is necessary to obtain various icons 
representing lost artefacts and replace 
them within the place they came from. For 
the most part the relationship is obvious 
such as the arrow to the elf bow or the 
skull to the skeleton. It is important to 
remember where all these essential things 




The various puzzles within the gume in- 
volve the restricted areus of the alien level 
known as the 'grids'. These grids can be 
traversed by the Crawler and in some 
areas extra features can be collected to 
modify your vehicle. However, the grids 
are broken in sections and in order to pass 
from one to another, switches must be 
activated by the Crawler to make the new 
ones appear or move. The whole process, 
whilst seeming to be quite simple, is in fact 
incredibly complicated and involves a 
great deal of thought to actually make the 
things do what you want them to! 

To make matters worse there is a con- 
tinual bombardment of enemy fire regard- 
less of what you're doing. The 'Enemy', as 
they are known, really dish it out! There 
are a large number of missile silos and 
various nasties scattered about all over the 



are, since time is limited in each level and 
it takes furious flying, dodging and grab- 
bing to complete a level. As in most of 
these type of gomes, on completion of a 
level another lurge revolting creature 
needs to be killed before further progress 
can take place. 

The only problem with Dragonscape is 
the small playing area which precludes 
forward thinking and, after many games, 
forces the player into remembering pre- 
vious positions- The effect of this is frustra- 
tion with the unseen and a claustrophobic 
feeling during play, otherwise the system is 
a credit to Software Horizons. 

I found the game a change in the scroll- 
ing., shooting market since it allowed for 
an element of simplistic arcade adventur- 
ing and the exercise of brainpower as well 
as finger power, it is also good to see one 
of fantasy's less loved creatures being cast 
as the good guy for a change. I wondered 
whether there was some Anne McCaffrey 
influence on the writers since the plot is 
related to much of her Pemese material. 
For those who are good at scrolling games 
and even for those new to the concept this 
is a worthwhile choice that will prove 
absorbing and challenging for some time. 



various levels to impede your progress. All 
this makes the game both challenging and 
quick paced, a combination which makes 
'Fusion' a difficult but enjoyable game. 
In terms of presentation "'Fusion' is quite 
superb, The loading screen is not outstand- 
ing, but is accompanied by an excellent, 
lengthy .sampled tune. The game then 
loads and you are given the option of 
normal or expert levels. The graphics of 
the game itself are very impressive, being 
brightly coloured and shading is used to 
great effect. It has some unique features 
too, for example the score is not only writ- 
ten in the universally accepted decimal 
.system, but also in a strange alien script us 
well, t he sound does not live up to the 
expectations set by the loading tune as it 
is consists merely of gunfire and various 
other white noise based effects. 
Overall, the game is very good, although I 
did have a few quibbles. To start with the 
game would not load on my now aging 
ST, so in order to play it I had to find u 
more recent machine to make it work. 
Secondly, although the instruction manual 
is fairly wittily written, it manages to 
obscure what it is trying to tell you by its 
'round about' style. Despite these quibbles 
1 still enjoyed the game, as its playability 
and unique features make it more than a 
simple mindless shoot 'em up. 



'absorbing' 
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A Ml Plot's Guide to Music Making on the Atari 



2 



Musical 



Hardware 



In Part One of this beginners guide to MID[ we concen- 
trated mainly on explaining basic MIDI concepts and 
jargon, and a brief introduction to MIDJ keyboards and 
sound sources (synthesisers). This time we'll look further into 
MIDI related musical hardware, and at how you might set up 
your own low cost MIDI, system. 

Obviously, you need a MIDI capable musical instrument before 
you can make music via MIDL Although I d recommend the 
novice to start by purchasing a MIDI keyboard with built-in 
synthesiser, this isn't necessarily the only option. You can now 
obtain guitars, saxophones, and other instruments equipped to 
generate MIDI message streams, bringing the joys (and pains!) of 
MIDI to non-keyboard players. When plugged into a synthesiser 
these instruments can produce astonishing results - just imagine 
strumming chords on a MIDI guitar and hearing the thunderous 
tones of a cathedral pipe organ instead of the expected sound! 
It's unbelievable! And 50 is the cost - these instruments tend to be 
very expensive. 

Also, manufacturers like Akai and Yamaha produce non-acous- 
tic MIDI wind instruments which behave like traditional wood- 
wind or brass instruments, but produce no audible sound of their 
own. Onboard electronics generate MIDI messages in response to 
the player's finger positions, lip pressure, and breath velocity and 
these are turned into sound by an attached synthesiser. For much 
less cost (around £100) Casio will sell you their saxophone-like 
'Digital Horn', but this has rathe^ limited capabilities. 

HEART OF THE SYSTEM 

A sequencer is the heart of any MIDI system, providing the 
means of capturing and storing a MfDI message stream, so that 
it can be played back at a later time. In concept it's rather like a 
multi -track digital tape recorder (usually with S or 16 tracks), but 
it records the MIDI messages used to produce a sound, NOT the 
sound itself. Jt usually sports a disk drive for long term storage of 
the MIDI data. Playback has to be performed through a MIDI 
controlled sound source to recreate the original sounds. 

Each track can be 
recorded, edited to 
correct any errors, 
and played back in- 
dependently of the 
others. While re- 
cording on one track 
you can simultane- 
ously play back any 
of the tracks pre- 
viously recorded, 
allowing a complex 
piece of music to be 
constructed in easy 
stages. Using this 
technique it's possi- 
ble for a lone musi- 
cian to sound like a 
whole band in the 
finished recording. 
A sequencer can be 
bought as a stand - 



MIDI 
ON THE XL/XE? 

Although MIDI is usually 
treated as an $T topic, 
8-bit users needn't feel 
left out. Next issue there's 
a review ef MIDI Master, a 
simple low-cost MIDI in- 
terface and software for 
the Atari 8-hit machines 
together with news of ex* 
elusive offer for readers to 
purchase MIDI Master 
from PAGE B! 
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John S Davison continues his 
exploration of MIDI for the 
layman with a look at the 
hardware and it's not as 
expensive as you might think 



alone piece of hardware, but is often found built into other MIDI 
devices such as a keyboard or expander module. So far I've 
described only the dedicated hardware based sequencer, but 
many musicians prefer the superior facilities available from a 
software based sequencer - running on an ST, of course! More 
details on this in the next issue. 

SAMPLED SOUND 

Another important sound source is the 'sampler". This exotic 
device can digitally record a sound 'snapshot' from real life, from 
an existing recording, or from another electronic instrument. 
This can then be edited, processed in many different ways r and 
the resulting sounds stored in the sampler's memory. From here 
they can be triggered to play back at any pitch by an Incoming 
MIDI message stream, permitting tunes to be played using any 
recordable sound, including those gimmicky dog barking, break- 
ing glass, and stut-ut-uttering sounds we've all heard before. 

As sampled sound is held as digital data it s possible to upload it 
via MIDI to your ST and manipulate it there using appropriate 
software. In fact, it's even possible to turn your ST into a 
rudimentary sampler using products like AVR's 'ST Replay',, 
which use sampling hardware plugged into the STs cartridge 
port. AVR also do a similar but even simpler product for the 8-bit 
machines. Both seem more suited to capturing realistic sound 
effects for use in your own computer programs rather than as a 
mask making aid r though, 

The sampler has caused much controversy in the music world. 
It's now possible for anyone to steal another musician's unique 
sounds by sampling them from existing recordings for incorpora- 
tion into their own work. So, if you wanted an authentic Eric 
Clapton guitar sound you could just sample it from one of his 
records and play it from your own keyboard] 

Another device worthy of mention is the drum machine. This is 
a combined sequencer and sound source dedicated to producing 
percussive sounds and rhythm patterns. Digitally sampled drum 
sounds are used, 50 aurally they're pretty realistic. Rhythms are 
created by a MIDI data stream, coming either (torn the 
machine's internal sequencer or from a MIDI message stream 
generated elsewhere - a MIDI equipped drumkit. for example! 

A more advanced MIDI system could include several sequencers, 
e.g. one in the keyboard and another in a drum machine. To 
play together they need to be synchronised, and this is achieved 
using special MIDI positioning and dock messages broadcast to 
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all components of the system by a nominated 'master' compo- 
nent. This acts like? the conductor of an orchestra, ensuring 
everyone starts from the Name place and plays in time. An 
extension of this principle allows sequent erv to In 1 synchronised, 
with multi-track tape recorders, video recorders, and other studio 
equipment. 

Much modern music is highly dependent on special effects for 
it's impact, and to get these the raw music is routed through one 
or more 'effects processors'. These can add reverberation, delay, 
echo, Chorus, sustain, flange, fuzz, stereo panning, and many 
other aural effects to create whatever style is currently fashion- 
able. MIDI control has been extended to these processors too, so 
it's possible to automatically trigger the required effects at exact- 
ly the right time. 

Similarly. it's possible lo automatically vury the relative levels of 
different sounds by using a MIDI controlled mixing desk, allow- 
ing the volume of a particular instrument to be boosted during a 
solo., for instance. Some bands are now even using MIDI with 
special switchgear to control the stage lighting at their live 
concerts! 

YOUR FIRST MIDI SYSTEM 

You probably think it's difficult and expensive to set up and use 
a MIDI system, but this just isn't so. With core virtually anyone 
could manage il - you don't even have to be Libit 1 to piny a 
musical instrument, but obviously it's helpful if you can! 

The best bet for the raw beginner is to buy u MIDI equipped 
'home keyboard' as these are completely self contained, usually 
combining keyboard, sound source, drum machine, amplifier, 
and speakers all in one unit. They often have lots of automatic 
play J fun features' too. Until recently the most popular begin- 
ner's instruments were Casio's CZlOl and CZ230S, and most low 
cost MIDI software was designed with these in mind. They're still 
good buys if you can find them, but they're now out of produc- 
tion. So what should you buy? 

There are dozens of different low cost MIDI equipped keyboards" 
around, but bewarel Some, particularly older models, have a 
poor MIDI implementation so make sure the one you buy will do 
what you want - particularly if you buy secondhand. MIDI 
keyboards are usually supplied with a MIDI Implementation 
Chart showing exactly what the instrument can and can't do, so 
take u look at this before deciding. If possible, buy from a 



specialist music shop as they should be able to sensibly discuss 
your requirements and advise you accordingly, 
For my needs (and pocket!) the best value home keyboards 
around right now are Yamaha's PSS-4&0 and it's bigger brother 
the PSS-fiSQ. These cosl around LI. SO and L20U respectively and 
offer great value for money. Add £5 for two MIDI cables, £25 for 
a simple ST software sequencer package such as Activision's 
Music Studio, unci you have a beginner's MIDI system capable of 
producing some excellent sounds. 

Both keyboards have 100 different pre-sel instrumental voices., 
from rock guitars to harpsichords, plus five synthesiser voice 
registers for building your own patches. In addition there are 32 
sampled drum sounds, all accessible via MIDI. Both instruments 
have 16 MIDI channel support and 12 note polyphonic capabil- 
ity, so can play up to twelve simultaneous notes. Amazingly, 
they're also 12 voice multi-timbral, so using Music Studio you 
can play any combination of up to 12 different pre-set and 
custom sounds at once. With just this one keyboard you can 
sound like a 12 piece band) 

Both also have the full complement of MIDI sockets (IN, OUT, 
THRU), again unusual at this price level. Additional facilities 
include pitch bend, stereo chorus, vibrato, reverb, sustain, and 
portamento to zap up your performance. And, they have stereo 
outputs to feed into your hi-fi system for infinitely improved 
sound reproduction over that provided by the small onboard 
speakers. These and lots of other features put them streets ahead 
of anything else at the price, both as 'fun' home keyboards and 
for MIDI use with your Atari computer. 

At this price level Yamaha, like all other manufacturers, have to 
make compromises. The main one is that both machines have 
mini- keys rather than full size piano keys, although the PSS-680 
is unique In having a 61 note keyboard instead of the 49 usually 
found on instruments in this class. The keys aren't velocity or 
aftertouch sensitive either, but none of this should be a major 
problem unless you're already used to full si2e keys or are 
REALLY serious about learning to play properly. 

Actually, you can make exciting music via MIDI without even 
TOUCHING the keys, using a 'step-time' software sequencer like 
the Music: Studio package mentioned above. I'll be discussing this 
in the next issue, when we'll cover the whole topic of MIDI 
software. In the meantime, why not visit your local music dealer 
to hear jast what MIDI keyboards can do? Then try to resist 
buying one! 9 




Yamaha's PSS-680, an ideal beginner's choke with a lot of features for around £200 
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Sierra's initial pioneering work 
with graphics culminated in 
L984 with their first 3-D Ani- 
mated Adventure Game: Kings 
Quest. Since then their 
graphics have gone from strength to 
strength und these two recent games are 
even better ... from a graphics and music 
point of view! Both games support MIDI 
output to a Roland MT-32 or Casio CZ-lOl 
and KQIV contains forty minutes of origin- 
al music. 

In all Sierra's games the graphics really 
are integral to the game. You have to use 
the cursor keys or mouse to manoeuvre 
your character around the screen in order 
to solve certain puzzles and reach certain 
places, as well as entering text commands 
in the normal way through the keyboard. 
Many of the puzzles are visual, requiring 
you to find routes around obstacles in the 
pictures, or avoid the numerous monsters 
which chase you round the screen. Here's 
a hint, use the mouse for gettiny up spiral 
staircases or positioning yourself at an 
exact point on the screen, and the numeric 
keypad for awkward diagonal movements. 
The pictures and animation are excellent, 
but do unfortunately take a significant 
time to load. This is not a problem when 
you first reach a new screen, since there is 
usually lots to do on each screen, and the 
responses to your communds are very fast. 
The system has been enhanced to remem- 
ber as many of the last few screens as it 
can (about four on my 520ST ■ less if there 
has been significant animation) so that 
retracing your steps or going back and 
forwards between two rooms only takes a 
few seconds. 

SAVE and RESTORE are also quite slow so 
there is a definite inhibitor to trying out 





ideas. Whereas in a good Text Adventure 
like Beyond Zork, or a good Text Adven- 
ture with Pictures such as Fish you can 
Restore and move through ten rooms in a 
matter of seconds, with pictures turned off, 
allowing, you to try out a dozen different 
ideas in five minutes, in contrast it can 
take □ lot longer to do that in a Sierra 
game so you will he lucky if you manage 
to try oul ONE idea in five minutes! 
In King's Quest 111 they solved this prob- 
lem to a large degree by providing you 
with a Magic Map which allowed you to 
teleport directly to anywhere you had pre- 
viously visited. 1 thought this was a great 
idea and 1 really don't understand why 
they have not continued with this feature. 
The.se loading delays are a limitation of 
the current technology and you just have 
to accept them if you wish to play this 
kind of game - SAVE frequently! It may be 
slightly better on a 1040 r it may even be 
great if you have a Hard Disk! 

Sierra have obviously put 
a lot of effort into impro- 
ving their music, graphics 
and animation over the 
years. Unfortunately they 
have not been quite so 
progressive with their 
input parser. Most of the 
time it is barely able to 
cope with VERB NOUN, 
and confuses you by 
understanding a com- 
mand in one room but 
claiming not to under- 
stand it in the next! 
I won't bore you with the 



details - you'll suffer enough if you play 
the games - but it was all typified for me 
when, in Leisure Suit Larry 11, 1 typed in an 
cxLtmely simple sentence and LI respon- 
ded with this little gem: "Perhaps you can 
understand that sentence t but I have 
graphics to worry about*! On the positive 
side, they have expanded the graphics 
area to fill the whole screen and whenever 
you start typing a command the action 
freezes and a text window appears for you 
to complete your typing, also a simple tap 
of the space bar will recall your last com- 
mand- an excellent implementation. 
Sierra have also added a lot more superb- 
ly animated cartoon sequences to the 
games. As well as a ten minute introduc- 
tory cartoon, there are numerous points in 
both games where the program takes over 
and show.s you graphically what happens 
next, often with some nice touches of 
humour (but be warned - a lot of it is very 
'American'" and very J cute'), These are 
greal the first lime you see them, unfor- 
tunately, you have to sit through them 
every time - there is no Fast Forward but- 
ton. This is made especially annoying by 
the 'Bang, You're Dead' Syndrome which 
permeates all Sierra games - yes, the 
graph Its and text which accompany your 
muny forms of death are excellent, but 1 
yet awfully bored doing RESTORES and sit- 
ting through Lhe same cute cartoon for 
another three minutes! 
One major drawback, if you only have a 
single-sided disk drive is that both these 
games are only available currently on 
double-sided disks. Julie Berwick of Activi- 
sion (0734-310003) is trying to arrange for 
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John Sweeney combines a 
quest round the noble 
land of Daventry with 
some sleazy U.S. bars in two 
eagerly awaited follow up 
adventures from Sierra 



single-sided replacement disks, contact her 
for the latest information. 
I have so far mentioned many of the 
negative points of Sierra's games, if only 
they would give a. little more thought to 
the person trying to solve the game by 
providing features such as a Magic Map 
and the ability to skip past cartoons you 
have seen before, and by putting a tiny 
fraction of their effort into improving their 
completely inadequate input text parser, 
then these games could be really great. For 
the moment, as long as you can stand 
those limitations, then nearly all their 
tjames are well worth playing. Apart from 
being entertaining as adventures, they are 
all full of humour - it is always worth 
trying stupid things, occasionally they 
may actually be useful, but very often you 
will get a joke or sarcastic comment from 
the game. 

KING'S QUEST IV carries on the 
story line from KQIII. Vou play 
the part of the Princess Rosella 
and you urgently need to find a magic 
fruit to save the dying king. Unfortunately 
you can only get borne with it if you can 
save the good fairy Genestu from the evil 
Lolotte by retrieving a stolen talisman. Un- 
fortunately you can only do this by ... and 
so it goes. There are lots of puzzles to solve 
and quests to complete and a whole new 
land to explore', full of ogres, dwarves., 
zombies, a unicorn, a troll, and lots more - 
all beautifully animated and with their 
own little signature tunes. A lot of the 
sequences are based on myth, legend or 



fairy tale and there are few really hard 
problems to solve. 

There are a couple of nasty bits, some of 
which are a bit unfair so I include a few 
clues for those who are really stuck - to 
decode just go back three letters in the 
alphabet: 

1) HDFK WLPH BRX VHH ORORWWH 
VRPHWKLQf VRPHZKHUH FKDQJHV 

2) DIWHU ORORWWH HASORUH WKH 
RFHDQ DJDLQ 

3) WKH SRXFK KDV WZR XVHV 

4) GRQ r W ZDLW IRU QLJKW1DOO - LW 
ZLOO IDOO HDTJOB LI ERX DUH 
UHDGB IRU LW 

Whatever you do don't look at the Official 
Book of King's Quest if you prefer to solve 
adventures by yourself - the hints are 
arranged so badly that it is impossible to 
find a clue without seeing far too much 
information about parts of the game you 
haven't reached yet! . 
This is undoubtedly an excellent addition 
to the King's Quest series and well worth 
playing if you aren't looking for loo much 
of a challenge and have lots of patience ■ 
though personally I thought KQ III was 
much better. 



LEISURE SUM 1.AKKY IT continues 
the story of Larry. Larry is a nerd - 
"the most negligible bachelor of the 
year"l Thrown out by Eve (the lady he, urn. 
er, made friends with at the end of Leisure 
Suit Larry in the Land of the Lounge 
Lizards) Larry is penniless, but if you find 



the right things to do and con stand sitting 
through a take-off of an American version 
of 'Blind Date' you too can end up with a 
Million Dollar Note - which nobody will 
change! - and a cruise with a beautiful 
lady - if you can find your passport and if 
she doesn't send her mother instead! Un- 
fortunately Larry also gets mixed up with 
some spy business and finds himself the 
turget for a lot of very nasty people with- 
out ever really understanding why! Your 
objective Is simple - survive! 

I wasn't too impressed by the quality of 
the puzzles in LLII. There are far too many 
where you are not given a chance to solve 
them in advance by logic - you just have 
to wait until you die (again!) then go back 
and taking fairly obvious steps to prevent 
it - and sometimes you have to go back 
quite a long way! If in doubt try TALK 
MAN or SIT - there are at least TWELVE of 
those that will score you points! 

And be sure to test for keyboard interac- 
tion during the cartoon sequences - 
although most of them disable the 
keyboard, there are a few occasions when 
you have to find the points where the 
keyboard is activated and enter a com- 
mand - the programming borders on 
moronic! 

It says TOR ADULTS' on the box but J 
have seen a lot worse in PG rated films, 
This is definitely downhill from the origin- 
al Leisure Suit Larry - the graphics and 
music are excellent and many parts of the 
game are good fun to play through ONCE, 
but if you want something to PLAY rather 
than WATCH it is definitely overpriced. 

VDVH EHIRUH BRX SLFN XS WKH GLS - L 
QHYHU IRXQG D XVH IRU LW DQG LW 
LV GHDGOB 



KING'S QUEST IV: 

The Perils of Rosella £29,99 

LEISURE SUIT LARRY 

goes LOOKING FOR LOVE (In 
Several Wrong Places)£24,99 

Both by Sierra Om-Line 
and distributed by Activist on 
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Colm cox returns 
with some more 
programming 
secrets for every- 
one to share using 
ST Basic or C 



Welcome back! In my last article 
way back in Issue 32 I took a 
look at the various hardware 
registers of ihe graphics chip and ex- 
amined the basic software interface be- 
tween programmer and hardware. In this 
issue I aim to explore some more of'the 
features offered by the ST in the field of 
graphics. To begin we look at the basic 
subdivisions of the GEM system, 
GEM (Graphics Environment Manager) 
can be broken up into two sections - VDI 
(Virtual Device Interface) and AES (Appli- 
cations Environment Services). The VDI r s 
functions we will examine are those in the 
field of graphic production, including 
drawing shapes ■ circles, boxes, ellipses - 
and also the mouse functions - reading the 
position of the mouse pointer and state of 
the mouse buttons. All VDI calls have uni- 
que numbers - the numbers of the calls I 
will be dealing with are 3, 6, S r 1 l r 12 r 32, 
103, 106, 122, 123, 124. 
The AES handles windows, menus and 
alert boxes. As this article is concerned 
with graphics, I'll mainly discuss VDI func- 
tions but fear not AES freaks, I won't desert 
you! 

To use any of the functions provided by 
the VDI you must first tell it you wish to 
use it - logical eh? This is accomplished by 
the VDI call 0PEN_WORKSTATION. When 
using a VDI call it may only be necessary 
to supply its unique number, for example 
when reading the position of the mouse 
pointer. In other cases the unique number 
plus additional parameters are required, 
for example, drawing a box in a particular 
position on the screen. The parameters are 
passed in the following arrays. All values 
are stored as 16 bit values (2 bytes). 



CONTROL: This is the array in which the 
unique number of call is passed. Also 
various other parameters which relate to 
that call are passed in this array. 
PTSIN: This array is used to hold sets of 
co-ordinates (x,y) as input to the call we 
are going to execute. 

PTSOUT: This array contains pairs of co- 
ordinates, which the VDI passes back to 
the user. 

INTIN: This array is used to pass various 
parameters to the VDI. 
INTOUT: The VDI uses this array to pass 
most of its results back to the user. 

ST Basic sets up its own workstation and 
five keywords are provided which the sys- 
tem recognises as the base address of its 
associated array for example CONTRL is 
the address of the control array, 

CONTRL Base address of CONTROL 
array 

INTIN Base address INTIN army 
INTOUT Base address of INTOUT array 
PTSIN Base address of PTSIN array 
PTSOUT Base address of PTSOUT array 

To execute the call, ST Basic users type: 
VD1SYS(X) where X is any number. 

The Assembly user must set up a worksta- 
tion if they wish to use the VDI. As space is 
in short supply I cannot print the required 
listing - but if you do need it, write to me - 
my address is at the end of the article. 

Most Cs include their own bindings 
which place the arguments in the required 
arrays and then execute the call. The code 
to set up a workstation is: 

short work_in[12]; 
short work^out[57] ; 
short handle,i; 

handle=yra f_ha ndle(a ndi, andLandi , and i) 
for(i=0; k 1 0; work.in [i++] = 1 ) ; 
work_in[10J=2; 

vopn vwk( work_i n , andhond] c, work_out) ; 

As you may have noticed, the open work- 
station call does not achieve everything t 
However, after this call is executed, a 
wealth of graphic operations are at your 
finger tips, including: Draw box. Draw cir- 
cle. Draw ellipse, Fill surface, Print text in 
a variety of styles and sizes and clear 
screen. These commands provide graphic 
output well beyond that provided by 'nor- 



mal' ST Basic. The inset block on the next 
page provides a description of these com- 
mands, accessed from ST Basic, 

PROGRAMMING EXAMPLES 

If you got lost somewhere along the way 
fear not. Listing 1 shows how to access the 
VDI from ST Basic and is fully commented. 

Before I describe the listing, one particular 
location merits note - SYSTAB+24. From 
ST Basic, POKE SYSTAB424,1 disables 
GEM. The menu, windows, keyboard input 
- including Control G and ST Basic graphic 
commands are disabled to improve execu- 
tion speed. When you use this POKE any 
errors in your program will hang the Sys- 
tem t>ei:ause as mentioned above keyboard 
input is disabled. You should lest your 
programs without this POKE and when 
you are sure of correct operation, insert the 
poke then and only then! POKE 
SYSTAB+24,0 re-enables the disabled 
services. 

RASTER OPS 

The commands so far are fairly straight 
forward, providing an easy method of 
accessing the graphic features provided by 
the VDI, however I have left a very useful 
set of commands until last, The commands 
in question are known . r- R A.S 1 IR t M'LRA 

[IONS. Raster op's are an easy method of 
shifting rectangular chunks of screen 
memory around. Sections of the screen can 
be copied to RAM, RAM copied to the 
screen and sections of the screen copied to 
other sections of the screen. How? 

There are three raster commands: COPY 
RASTER OPAQUE, COPY RASTER TRANS- 
PARENT and TRANSFORM FORM. The 
commands COPY RASTER TRANSPARENT 
and TRANSFORM FORM while interesting 
are not of concern for the purpose of this 
article. Before describing COPY RASTER 
OPAQUE, I refer you to my article in Issue 
32 for the description of graphic planes, 

COPY RASTER OPAQUE - from ST Basic 

POKE CONTRL J 09: POKE CONTRL + 2,4: 
POKE CONTRL +6,1 
H=INT(50UKCE/65536): USOURCE- 
(H*6SS36) 

POKE C0NTRL+14,H: POKE CONTRU16,L 
H-IN I fDEST I NAT1 ON/655 36): L=DEST1N- 
AT10N-(H*65536) continued on page 72 
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GRAPHICS COMMANDS 
FROM FROM ST BASIC 

Jo clear the screen 

POKE CONTRL r 3: VDISYS(I) 
This dears the whole screen - including 
the menu bar and window leaving you 
with a blank screen. 

To draw a line 

POKE CONTRU6: POKE CONTRL+2 r 2 
POKE PT5IN.SX: POKE PT5IN+2 P SY 
POKE PTSINf4,f;X; ['OKE PTSJN+6,EY 
VDISYS(I) 

Draws a line, from SX.SY to EX.EY 

To plate test anywhere on the 
screen 

POKE CONTRL.,8; POKE CONTRL-2, 1 
POKE C ONTR I.+6 , EEN(TEXT $ ) 
POKE PTSIN.TEXTX; POKE 

PTSIN+2JEXTY 
FOR A=l TO LEN(TEXTJ): B=(A-1)*2 
POKE ENTIN+B.ASCfMIDKTEXTS.A.D) 
NEXT A: VDISYS(l) 

This command allows you to place rext 
at position TEXTX.TEXTY. The code 
given assumes that the striny la he prin- 
ted in in TEXTS 

To draw a bar in the current till 
type 

POKE CONTRL.li: POKE CONTRL* 10,1 
POKE CONTRL+2.2: POKE FT5FN,SX: 

POKE miN+ZSY 
POKE PTSIN+4.EY: POKE PTiJN+6 r EY: 

VDISYS(l) 

SX,SY are the co-ordinates of the top left 
hand corner of the bar EX.EY are the 
bottom riuht co-ordinates of the bar 

To draw a filled circle in the cur- 
rent fill type 

POKE CONTRL, 11: POKE 

COKTRJ.-10..4 
POKE CONTRU2,3; POKE PTSIN- 

.CIRCX 

POKE CONTRU2.C1RCY: POKE 

CQNTRU8»RAD 
POKE PTSIN+4,0: POKE PTMN+6 r 0: 

POKE PTSIN+10.0 
VDISYS{]) 
ORCX and CIRCY are the co-ordinates 
of the centre of the circle RAD is the 
radius of the circle in pixels 

To draw a filled ellipse in the cur- 
rent fill type 

POKE CONTRL, 11 : POKE CONTRL+10.5 

POKE CONTRL+2.2: POKE PTSfN.ELfPX 

POKE PTSINf2 r EEIPY: POKE 
PJS[N.4,XRAD 

POKE PTS1N+6ARAD: V0ISYS(1> 
El IPX and EI.IPY are the co-ordinates of 
the centre of the ellipse. XRAD is the 
radius in pixels in the horizontal direc- 
tion. YRAD is the rudius of the ellipse in 
the vertical direction 

COMIMVED OVERLEAF 



10 
20 
30 
40 
50 
60 
?o 

80 
90 
IO0 
1 10 
120 
130 
140 
ISO 

lie 

170 
100 
19(j 
200 
210 
220 
230 
240 
250 
2oO 
270 
SCO 

2^0 

30O 
310 
320 
330 
340 
350 
3fa0 
370 
3B0 
390 
40O 
410 
430 
43G 
440 

460 
470 
4H!) 
4T0 
500 
SIC 
•320 
530 
540 
330 
5AO 
570 
!-jHO 
5TQ 
iOO 
oiO 
620 
i30 

630 
LLO 
670 
ft HO 
6,90 
700 
7 1 0 

rto 

730 
740 
730 
7AO 
770 
700 
770 

goo 

HU> 
820 
S30 
04O 
B50 
OiO 
H r K > 
BBO 
890 
900 

*?io 

920 

930 

740 

750 

Vfto 

770 

9B0 

h?h?i i 

IO00 

iiiKi 

1020 

1030 

104O 

1060 

107O 
10B0 
1090 



REM *** *«*•*■»*■ ***** * H4#4 ii* ******* » » ttKHIi 

RE" ■ ST Seer eta Mri«M 

REM * 

* 



I * ***** ■ t Y I 



by 

COLM CO* 



RE" ■ GRAPHICS part two - ARTICLE THREE - LISTING ONE # 

REM * aT Ba. sic t 

REM * PAGE a MAGAZ IMF - ENGLAND ft 

REH ** ™ "**********#*»»■■*«****»**###** ±^»**i,b a ***^ 

REM 

REM Bpmrinsl" dtinn of how to use VDI graphics, giving access tCi the 
REM whole KmBi from 5T B»ic. Also, features such a* tent sizes jnc 
REM fonts are available Typo it In' 

REM 

REM" *■•• SET UP CONSTANTS TOR THE DIFFERENT FONTS *#** 
REM 

NORMAL =0: Hr.IL.D- 1 ; LIGHT-2: I TAt 3 lj:-4: UL INE-Bs OL INF= Ifyt 5HADOW-32 
REM 

WEM »»•• WHAT SCREEN RESOLUTION? **#* 
nCM 

ftESHL L.I T l ON-PEEK < iH44C ] 

IF RESQL UT I DN=&HO00 rHEN XRES~32D ; VRES=ZOO 
IF REB0LUTr0N=*iHlOO THEM XRES=6404 VRES-2O0 
IF RE50LUTIDN-1H2OO THEN XRES-*40j YRES=4O0 
REM 

REN •#** DISABLE BEN - SPEEDS UP PROGRAM »#*# 
REM 

POKE CDNTRL, VDISYSfli 

POKE SVSTAfrt-24 T l 

REM 

REM »»*♦ CLEAN SCREEN ■ •** 
REM 

POKE CDNTRL T 3 : VD I SYS ( 1 1 
REM 

REN ***# SflV HELLQ1 
REM 

TEXT*= " WELCOME " : C Y-* 0 1 EFFECT=0L 1 NE : HE I GHT=24 : eOSUB CENTER . TEXT 
REN 

REM *«« DRAM A Of SIGN USING DRAW LINE »*** 
REh 

POKE CONTRL ,&i POKE CfJNTRL+2,2 
FOR Jt-10 TO KRES-IO STEP 2 

POKE PTSIN T K S POKE PTSIN+2 T tO;P0KE FTSIN>*4 1 , KRES-)£ ; POKE PTSIN*i, VRES-10 

VtlSVSf 1) : NEXT K 

FDR Y-IO TO V RES- 10 STEP 2 

POKE PTSlN+2 ,Y;FDKE PTSIN+6 , VRES-Ys VDIBYS < 1 t ;NE*r V 
REH 

REM **** CHANGE DRAW MODE TO KOft ###* 
REH 

POKE CDNTRL, 32 1 POKE C0NTRL+&, 1 iPOKE I NT I N T 3 i VD I SYS < 1 i 
REM 

REN *■**# THEN SOME MORE TEXT 
Rl-n 

TEXT*-"Atari ST " : FOR CY-50 TO YRES-IO 5TEP 20 

HEIGHT=INT<RNDCl)*10>4-AiEFFECT=INTCRND<l}*165 :Cl=CV:SOSUB TEXT 

NFxT CTf 

REM 

REM m*»* THFN h:e-DRflW PATTERN IN KOR MODE **** 
REH 

PO*;E CDNTRL n fa ; PDKf i;0NTRL<2 1 2 
FOR X=10 TO KRE5-IO STEP 2 

POKE PlHtN,X ; PDKE F r TSIN+2 ,10: POKE PTE I N+4 , X RES - X ; PDKE PTS lM+6 , YRES-1 0 

UCtSYSm sNEXT X 

FDR Y-IO TD YRE5-10 STEP 2 

POKE PTS I N+2 , Y : PDKE PTBIN+t , VRE5"Yr VDISYS 4 1 > ! NEXT Y 
PHKI- r: ".wiRL f 32iPDKE Ct un 1 RL+4 , J ; PDKE I NT 1 N T 3 ± VD I SYS 1 1 3 

FfErl 

rem #*#» re -Enable dem •**# 

REM 

POKE CDNTRL T l 22 1 POKE CDNTRL+fi 1 1 1 POKE INTXtt.Ol VDISYS 1 1 J 

POKE SYSTAB+24,0 

REM 

REM **** LAST OF ALL RESTORE TEXT HEIGHT + STYLE TO NORMAL ***» 
REM 

HEIGHT=13:SOSUB SET . HE I GHT : EPF ECT-^NORMAL i SDSI IH SET. EFFECT 
END 



kfM 



RGM * G.P. routine to center te?it an tho screw. This subroutine * 
REM # tikeb its input -from the string TF.xr*. The variables EFFECT • 
REM * and HEIGHT *r e used tn jltor ttie te«t font and the tewt siza, • 
REM » rDfipKtiWfl/, Th» variable CY holds tho Y CD-Ordin«ta o-f the # 
REH * text. The X cn-codlMte is automatically calculated SO that * 
REM * the text appears (.entered on the screen. * 
REH ***###*####**«■■»*****#####», * *#*»Bt******** 1MMM * s-#### » 4 n l . ##i ^ 1t1t1t1| 
CENTFR. TEXT: 

i20=LEN(TEXT*> = ZZl=rzO«{HEIGHT#CS+I* [ EFFEETwDL I NE > ) /13> 

CX-(XRES-^riJ/2:5DSUB TEXT 

RETURN 

REM ###* » m m *#»#** tmm *********** *, ## i » i « *****»*.»„ wmm **********,*. 
REM * G. P. routine tn print te* t any wti*rn on the acrein. Ac above, » 
REN * the tent tn b* displayed is in TEXT* T EFFECT t, HEIGHT iIeq * 
RFH * alter stylo *r height a* fcho text. CX„CY are the CO-ordinates * 
REM • of where the bottom loft COTfi«r of tho text will appear • 
REM *-*#*»##** « ii h h « »***###*+####»»»******+*#*#,#*■,******#*»,,,,.»*,**** 
TEXT; 

SDSUD S£ T . HF t fjHl ; ED5UB GET . EFI- 1- IJ 1 
FDR Z?0=1 TO LEW CTEXTtk i 111= fZZQ-1 3 »2 
POKE INTIN+ZZ1 , ABC CMID*f TEXT*, ZZ0 T 13 JtNEJiT ZZO 
POKE INT 1*2,0: PDKE PTSIN,CX : PDKE PTBIN+2.CY 
P0#;F l.:rjrgrRL,B:PaKE CDNTRl t-Z , 1 : POKE CDNTRL +6, LENf TEXT*) 
| SV5 ( 1 ) 

REM ***# Set text heiaht to variable HEIGHT **,„ 

SET. HE I GHT t 

POKE CONTRL , 1 2j POKE f;ONTRL*2, 1 1 POKE Pi FIIN ,0; PDKE PTStW+Z HEIGHT 
VDISYS ( 1 ) ! REHJHN 

REM »»•■ Snt t-oiit style tn variable EFFECT ***• 
SET. EFFECT: 

POKE CONTRL, 104 1 POKE CONTRL+o , I s POKE 1NT1 N .EFFECT: VDISYS i 1 J 
RETURN 
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To fill an area In the current rill 
style 

POKE C0NTRUQ3: POKE INT IN,COL 
POKE PTSIRRLX; POKE PTSIN-^FILY; 
VDISYS(l) 

Variable COL is the colour of the border 
of the area, F3EX, FILY tire the co-ordin- 
ates of the point at which the fill is to 
start 

S*t Write mode - Determines what, 
effect future graphic operations will 
have on the graphics currently on the 

screen 

POKE CONTRL32: POKE CONTRL+6,1: 

POKE IN TIN, MODE 
VDISYS(l) 

There ore three possible values for 
MODE - MODE- J is called REPLACE 
mode which means that operations will 
replace any graphics displayed on the 
screen in the. areas of overlap. MODE=2 
is called TRANSPARENT mode which 
means that, for example, the drawing of 
a circle with a clear inside will not effect 
any graphics inside the circle. If you 
drew it in REPLACE mode then any 
graphics inside the circle would be 
erased. MODE=3 is called XOR mode. If 
you draw a line across the screen using 
this mode and a circle is already dis- 
played on the screen, the points of in- 
tersection of the line and circle will be 
inverted in colour. 

Set Character Height 

POKE CONTRL 12: POKE CONTRL+6,1: 
POKE PT5iN,0 

POKE PTSIN-2, HEIGHT: VDISYSU) 
The values for variable HEIGHT are<in 
pixels and refer to the height on the 
character excluding the blank pixels 
surrounding it. The height of normal 
text is 13, The ST Basic PRINT statement 
will only work when the text sij:e is 13. 
For nil other text heights use the method 
outlined under 'To place text any- 
whwere on the screen" 

Set Tent Special Effects 

POKE CONTRL, 106: POKE CONTRL+6,1 
POKE I N'T IN, EFFECT: VDISYS(l) 
The values for EFFECT are listed below. 
To get a certain type of text just add 
together the given values for the effects 
required. Some combinations are not 
displayed correctly such as italics plus 
outline, To return to normal text the 
above call should be made, with 
EFFECT=0 



EFFECT 
Normal text 
Bold text 
Light text 
Italic text 
Underlined text 
Outlined text 
Shadowed lext 



VALUE 
EFFECT =. 0 
Add 1 to EFFECT 
Add 2 to EFFECT 
Add 4 to EFFECT 
Add 8 to EFFECT 
Add Li6 to EFFECT 
Add 32 to EFFECT 



lO rem ******** #*****»w»»**»»**»»»»»#*»****#Ht*#*********^ 

20 REM • ST EocrctE seriM * 

30 REM * by * 

40 REH * CGLB CDX H 

SO REM • * 

M REM * GRAPH I C5 part two - ARTICLE THREE - LISTING TWO * 

70 REM * 5T BJS^C * 

BO REM * PAGE L MAGAZINE - ENGLAMB * 

90 REM *»»»4 ■ P« #### » * ******* + * ****** »*«** ■ *## »• *-*##»**-f-********** 

100 ffEM 

110 REM This proqra» t»fcs»: advantage nf lh« fact tf>at ST Bacic »tnrM lb* 

120 REM olomunt-s of Alt integer array Eoqusnti i] ly. ThSrHOT* we U*;*» an, 

130 REM array tn Eton the MFDB r ». 

14D REM 

130 REM Who SAld that ST Basic can't blit? 

160 REM 

170 REM ■«** WHftT RE50LUT I QW **** 

ISO REM 

190 RESOLUTION^-PEEKt&hW+O 

200 IF RE5DLLII !ON=SiH0QO THEN XREE«320i YRE5-20O 

210 IF RE80LUT]0H«SiH10O THEN *A£S=640: YREE=200 

220 IF RE5GLUT [ON-&HZOO THEN XRE5-640t VRES=400 

230 REM 

2*0 REM #*** DISABLE GEM ***» 

250 REM 

260 POKE SYSTAB+24,1 

270 POKE COHTRL , 1 23 i VD 1 5YS < I H 

260 REM 

270 REM 4HHH» READ !W MFDB " B 

300 REM 

310 DIM SOURCE* <10> 

SV' i I- Lift A=D TQ 9i REftD Di SOURCE* <A> -0: NEXT ft 

330 PiDDR=VAIM > TR(SOUftCEX(0>> 

340 H-ADD«/6553oiL»3ADDR-{H*6S536> 

350 REM 

340 REM AL TFR MFDB ACCORD I NE TG RESOLUTION #**# 

370 REM 

360 SOURCEX. 12) zXREBi EGURCEK (3) *VRE5i REM CHANGE 1C , V RESOLUTION 

370 SGUH'DE'i (4 1 =XRES/liiREM CHANGE X [N WURDS 

400 SOURCE* ( t, ) 1-256000 f 1 XRE5*YRE5 J : REM CHAMGE NUMB . GF Pt-ANES 

A\0 REM 

420 REM **** CLEAR THE SCREEN **•» 

430 REM 

440 POKE CQNTRL,3! VDISVBtl) 

450 REM 

4fa0 REM **** DRAW BOHE GRAPH J CS **** 

470 REM 

*B0 POKE CGWTRL t 6 : POKE C0NTRL+2 „ 2 s POKE PTSIN+Z , O: POKE FT5]N+A,^P 

4<5Q FOR K*=0 TG 100 STEP 2 

500 POKE PTSIW T !f!PaKE PTEIN*fl 1 100 X r 'JDI5Y5 U > : NEKT X 

510 TDR Y-0 TO 50 ts " h H* V 

S20 POKE PTSIN+2 # ¥iPOKE PTSlN+6-,30— VP I SYS: I! i ) ■ NEXT V 

530 REM 

540 REM **** SET UP ARRAYS FOR RASTER OPERATIONS #*** 

550 REM 

360 POKE CONTRL , 1 09 : POKE CONTRL+2, 4: Kilt LJIJN rfii_ + ti , i s F n KE INTIN,3 

570 POKE- i:NNlRL.*l4 T HsPOKE CGNTRL+ 14 .LiPDKE CONTRL * l£, H; POKE C0NTRL+2O , L 

5SO POKE PTSIN^OlPOKE PTSIN+2 t OiPGKE PTS I N+4 , I 00 : POKE PTSlN+6,50 

590 REM 

600 REM **** THEN CGPV 300 TIMES . . . **** 

L\ 0 REM 

430 FOR A*l TO 300 

630 K=|mT tRND<ili*(i4RES-100J J : V - I NT ( RWD 1 2 ) # < VRES- 1 OO > i +SO 

640 POKE PTS £M+S T Xs POKE PTS1N+10 ,V iPOKE PTSIN+ 12 , X + lOOsPOKE PTSTN+14 , Y+50 

6S0 VD1BYSC1) rMEXT A 

660 REM 

670 REM •**•* AND THEM RE-ENABLE GEM ####* 

&B0 REM 

690 POKE CONTRL , 1 22 1 POKE INT I N T 0: VDJ SVS ( 1 I 

700 POKE STTSTAB+24,0 

710 END 

720 REM »••■ MEMORY FORM DEFINITION BLOCK **** 

730 REM **** alter at yOUr **** 

740 REM #**■# nun rivk! 

750 DATA 0,0 

760 TJAIA A4O,400 

770 DATA *0 

7SO DATA O, 1,0,0,0 



CONTINUED ON NEXT PAGE 



POKE CONTRL+18,H; POKE COKTRU20.L 
TOKE INTIN..MODE: POKE PTSIN.SSX: 
POKE PTSIN+2 r SSY 

POKE PT5IN44 P ESX: POKE PTSIN+6,E5Y: 
POKE PTSIN+S r DSX 

POKE PTSIN+10.DSY: POKE PTSIN-h12,DEX; 

POKEPTSIN+liDEY 

VDlSYS(l) 

Where SOURCE and DESTINATION are the 
addresses of structures called Memory 
Form Definition Blocks (MFDB's). These 
sp>ecify the area of memory to be shifted. 
Their structure is: 

WORD 0 H Address of point (0,0) of area 
to be shifted (0) 

WORD 1 L If you set these to 0 the screen 
ram is used (0) 

WORD 2 Height in pixels (400) 
WORD 5 Width in pixels (640) 



WORD 4 Width in words (40 - 640/16) 
WORD 5 Format: 0=device specific 

l=standard (0) 
WORD 6 Number of graphic planes (1) 
WORD 7 Reserved (0) 
WORD 8 Reserved (0) 
WORD 9 Reserved (0) 

The default values are given for a mono 
screen 

MODK is I wijy in which the operation 
will affect data on screen 

0 The area covered by the raster is 
blanked, 

1 The areas of intersection are set. 

5 REPLACE made see above, 

6 XOR made, above. 

7 TRANSPARENT mode.above, 
15 Similar to 0 but area is filled in 

current colour. 
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* * — — 

Gt Eacrett Hri*« «./ 

** by */ 

'* HOLM CDX */ 

£ 7, 

t* SHflPHICS part two - ARTICLE THREE - LISTIWG THRF.C */ 

** -c- a./ 

« PAP.F (. nnijnjENE - EMSI AMD wf 
♦ ..^^ni^^mtt.^t "►"tHi+«*.«.l«»« t PM*H4*ti«t«*ttlH*HIIII»*# ( ' 

»dB*]no REPLACF 7. /* Rattiw r^i constants for MODE - mwr article nj 

#daf ma XGRI & 

Mthm TRANSPARENT 7 

*J*f mt DEVICE SPECIFIC O /» Davice Epscific flaq */ 

tyRBda"f struct fdbi.tr /i Gtrurtura of e H»»ry form. Dufinitttm Bloc*. •/ 

Long fd^(!rdr; * hUrni ft/ 

•hart fd_w$ /* Width 

■hnrt fd_h» /• MwlQht »/ 

ih^rt fd_wdHidth| fm UjdthV]& »/ 

short fd_»fcandi /* S»vir p -.prr , #/ 

■ hort fd_nplan« f /* H F'lri-wn 

ihwt *d_ri^ RtEsrrcd -Us/ 

»hc»-t *d _r2j 

•hort *d_r3( 
> HFDB; 



HFOB screen; 

ahort handla+«Kir fc_inC 123 ,worh_[x±t I37]j 

che^t nyC8J,>nrB* fc vr«,pl-n < n. p i T x_Bc»l«,y_6i.^] » f 



main (I 



JOpL.J nit < H 




f* 


Must do th( s.. F . . 


*/ 


inlt_Mork *tat inn ( i ', 




f* 


Tvll GEM mbtb harp 


*t 






i* 


Di-jim ;oflr graphics 


»/ 


init r iitar { b j 




t* 


find »*t up our WDB 


•/ 


d»mci < PtPLOCE , "Rwp L *r 


v *!Dde. , \O\0 r ) ; 


r* 


Than danE3 for Bach 


*/ 


dumn 1 TFfAN3FAHENT ,'Tr 


an ^parent undi. . \0AO * ) 


/• 


of thai udi«, , , 


*/ 


datMh < ILTft , * tCH mode . . 


VOW! ; 








W_Cltvwli <harnll»3 j 




/* 


Say goodbye Lu GEM 





init_»«ii-l(»tatlcin C] 

i 

hasidl*- q<-m.f _h««dla-([ii + *i ,1^ ,ti rj 
fori l*Ct L < t worl(_in t i+*l»J t [ 
"ork.inl 100*2; 

v_npnvw. JNOrk : •■, , in mil j , *or k Out > ; 

Mr«-«™-k_out[OJt vr k_out [lit 

pi anool; y_»c«l*-2| h *c*l— 2 f 
j+lhork £iutC13J— i) 

( 

p] ana-E>Z| 



/■ Thf-rn iro 2 pitnn 
y_«cal«»l; 

1 

if («<n-i out! I JJ--141 

( 

planaiaK4$ 
V_5cal»=l | 

1 

3 

LI 



t* Bat our handla 

/* Op on HurUtttinn 
/• Gat urHA r mm. 

I* If in lediui r«c. 



If in low rn. 



/* Th*r» arif 4 plans 

/+ ScaLs xt v axis 



Having set a text effect, to see this 
change you must re-disploy any text 
using the function titled To piacetext 
anywhere on the screen' 

To hide the mouse pointer 
FOKE CONTRL123: VDtSYSfl) 

To show the mouse pointer 

POKE CONTRL, 1 22: POKE CONTRL+6, 1 : 

POKE INfTIN.O 

VDISVS(l) 

To read the mouse position and button 
state 

POKE CONTRL, 124: VOfSYSfi) 
M OUS EX =PEEK{ PTSO U T) : 
MOUS EY= PEEK (PTSOUr+2) 
BUTTON=PEEK(INTOU f S 
Reads mouse - the co-ordinates returned 
in MOUSEX and MOUSEY are from the 
top left hand corner of the screen. The 
possible values of BUTTON ore: 
Value I Meaning 

Button = 0; No buttons pressed. 
Button = LI Left hand button pressed. 
Button = 21 Ricjht hand button pressed. 
Button - 31 Left and right hand buttons 
pressed. 

Mote that functions exist which change 
fill pattern, style and colour but as these 
are implemented by the ST Basic 
COLOR command 1 will not list these 
here. 



i t_«craan4 i 

v_c] ri*li < hJrM | lB .j I 



Listing 2 is an example of how to use the 
raster op s from ST Basic. Listing 3 shows 
how from C. 



/• Claar th* tnr«n. »/ 

v_hid«_c (handla? ; 

w»f_intariDr(haridl« 1 ij ; v*f_*tvl • < handla, 1 ► i /* hfida th« wmai 
v_eJrclathandla 1 32,20,|») J tira*. a ilrdi 



A BRIEF EXAMPLE OF AES 



inj t_ra»tor 4 1 

I 

•trnn. f d.addr^Of 
■.irwn,': '-irw-r, h=yr«m ; 

■cr awn . f d_wd*(i dth"*r«»^ i* f 
« ra*n . *d_at*nd-ECU 1EE_BPEC IF | C| 
*cra*riL#d_n p ] <nn-ptuui| 

«raaf».fd ri'O; icrim, f d„r2»Ot rmwn, 4 d _r3wOt 



d«na iiTvDda , titt»i 
■■^prt midai 
char tiMvtJi 



■■'* S»t Lip rxw- raotar MFDB 



short h , v | 

va<_intaricir (l»nd](,l! | vtf .calbr <handl» t Cr | /* Srmmm part af u/tp 



v«4 _»t y Ic-lhandLn , 1 1 ; 
HyCOl-lOi NVtl]a<0; 
> yC2]-«F-»»-] ti, Ky[31ayr ai -t| 

v .har i handl ■ , x y y p 

Mvt0]"O| KyMI-Of KytZI^tl) M r C31-3«c 



■J-.UtCMt lh*ndl» f + , yres- ( 120*y_*rjiJ e ? , 
"(inim* tsxL »n that"! 4 

v_gt*Xt 1 handl • 7 5,yrn-1 lOD'y kLjl* 

"VOu can «h» th»" L f 

v Ljtviit (h«ntf]B ( 6,^r m-(fir'iin- ccaleJ 

-B-ffSLl. - , = 



t* Lifting draw bay tylth th» */ 

Fill colour sat tn O »/ 

t+ Than put EM* t«| on »/ 

thf Krim ia kh«t th» *. 

f* Bf 4*ct of the diff»-«.nt */ 

■'» drew mxlHi. can b« <.u«K', . H / 



v_ot»Ht [handle, i ,yr C B- (2*y ei.-l»i ,ti ti»3 1 /* F*-j n t titli 



f» 4 y— 40 1 y{ = yrca-AfD; y 4-45> 

for <*-12!x^*nrs.s-(3i#>i *cate.i im^i) 



/» than dr 



VrO_Cpyf nihindl l H IMldA, 
H y t d-ii-p e>n , tier ecn I | 

) 

gatch i I : 



/■ nvw th* taxt. 



/♦Wait for « kBypro-Et 



Before I leave,, I promised I'd give an 
example of AES usage. Type in Listing 4 - 
it's in ST Basic. This program draws a 
standard alert box with icon, buttons and 
text, If you examine the code r the string 
ALERTS con to ins the text of the alert. The 
format of this string is: 

[ICON] [LinellLine2ILine3ILine4ILine5l [But- 
ton 1 1 Button2 1 B u tton 3] 

Where ICON is a number defining which 
icon to be display in the alert 

0 = No icon 

1 = Note icon 

2 = Wait icon 

3 = Stop icon 

Alerts can have up to 5 lines of text, sepa- 
rated by T..The buttons are also separated 
by "I". Examine Listing 4 and change it to 
suit your needs. Why not Include a few 
alerts in your own programs. 



CONCLUDED OVERLEAF 



New Atari User - Issue 38 73 




A 

ATARI 



ATARI ST SUPERDEALS 



A 

ATARI 



520 STFM SUPER PACK £349.00 

tnc VAT and Next Day Delivery 

Super Pack Includes: 

* 520S7FM 5 1 2K Keyboard wfft Built-in 1 Megabyte disk drive and TV Modula- 
te* 

* £4&0 qJ games software including BUGGY BOY, TEST DHIVE, MARBLE 
MADNESS, W IZBALL and 17 mora. 

* Organiser Bus r e ss Software ircludinq WOR D P ROC C5SGR , SPFtF ADSH E E T 
and DATABASE, 

* FREE JOYSTICK' 

* All leads, manuals PLUS MOUSE and free mains plug! 

REMEMBER! Many STs do nol comewilh BASIC, ours comewijh ST BASIC REV 
D by Metacomco. 



520 STFM EXPLORER PACK 

As 520STFM Superpack but with only one free game and no 
joystick or Organiser - 

£269.00 inc 



PRINTERS 

Citizen 1 20D inc lead £1 5&.00 

Star LC1G inc lead , ,. £229,00 

Star LC10 colour inc lead £259.00 

Seikosha &□ col. printers. AMAZING PRICES' 

Seikosha 9pin IMLQ inc lead £139.00 

Seikosha 24pin LQ inc lead £279.00 



1040 STFM SUPER PACK £439.00 

As 520STFM Superpack but with 1 meg memory T 040STFM 



1040 STFM BUSINESS PACK £439.00 

Business Pack Includes: 

* Atari 1040STFM Keyboard with 1 meg memory and i meg built-in disk drive 
plus TV modulator, 

* £385 worth of Busi ness Software ind uding MICROSOFT WRITE word proc- 
essor (CI 50), SUPERBASE PERSONAL Database (E60). VIP PROFES- 
SIONAL Lotus 123 Spreacsheet clone (£150) and Me^comco Basic (£?5). 

* All leads, manuals arid mouse. 



MEGA 1 BUSINESS PACK £529.00 

The rew Mega 1 S I computer features a smart separate keyboard and system 
unit and -ncluacs all the Business software listed tor our 1 040 Business Pack. 
Inc. SMC124 Mono Monitor £628,00 



MONITORS 

Philips 6833 Colour monitor inc lead £249.00 

Atari SC1224 Colour Monitor inc lead £259.00 

Atari SMI 24 Mono Monitor inc lead £1 04.00 



DESK DRIVES 

Atari; SF314 1 meg inc lead „. „„. £133.00 

Gumana C5A354 1 m&g inc lead £99.95 




CREDIT CARD ORDERLINE 0908 78008 ^ 

To order: eiffier call the credit card order line above with your Access/Vrsa credit card details or make a chequ&'PO payable to: Digicom Compuler Sevres Jd 
aw senc it wish your order Id the address be«w. We've movred to larger peruses - Callers nwst welcome' 

DIGICOM 

Unit 36, Wharf side, Fenny Stratford, MILTON KEYNES MK2 2AZ 

AD prices include VAT and new I day delivery by courier. 




VISA 



SECRETS continued 



10 REM #»*******»****•#*#•#»#*»#■*# #»##^#*#######-p-*###*#-ihi-#*# #*#*##*#*##### 

20 REM # ST Secrets series * 

30 REM # by * 

40 REM # COLM COX * 

50 REM * ■ ■ — * 

60 REfl « CiKAFHICS part tMO - ARTICLE THREE - LIST 1MB FOUR • 

/•■J REM « ST Baai c * 

BO REM M PAGE h- MAGAZINE - ENGLAND * 

■90 REM #■»##**»**»****•#*»#»##»#*#-#»#-»»#»####-»*#**-###*#-»■((■#*#»##*##*■#*■#■»##* 

IOO REM 

110 REM GET BASE ADDRESS UF ARRAYS USED BY THE AES *#*# 

130 REM 

iso A#= a b 

140 AFS. INT IN=PEEK (A#+8) ;AES. INTOUT=PEEK ( A#+12> : AES. ADDR1N-=PEEK tA*-H6> 

150 REM 

160 REM ** YOU MUST MAKE SURE ALE.R14 HAS THE CORRECT FORMAT {IN ARTICLE* * 

170 REM 

1B0 ALERT*= - C UCHELLD THIS IB \ AN ALERT !! DO VOU BELIEVE 17731 VES ;NC5" 

190 POKE AES. INT IN, 1 i REM *•* DEFAULT BUTTON IS "VES" (1ST BUT TDM > **# 

20O REM 

210 REM »♦*» THEN TELL AES WHERE TO FIND ALERT* #*** 

220 REM 

230 ALERTH=I NT | VARPTR {ALERT* \ / 65536) : ALERTL=YAfiPTft (ALERT*) - { ALERThl*i»553±i> 

240 POKF AES. ADDRI N , ALERTH : PDKE AES. ADORING , ALER TL 

250 REM 

260 REM #*#* FINALLY CALL JT **** 

270 REM 

280 GEMSYS4 523 

290 REM 

300 REM WHICH BUTTQN WAS PRESSED? +*** 

310 REM 

320 IF PEEK ( AES -r I NTOUT > = 1 THEN 370 

330 CLEAPW 2:FULLW 2:S0TDXV 0 T 0: REM *#•» "ND" BUTTON »*•* 

3 40 PR TNT "WHAT you don't believe me-"" 

350 PRINT "I'm JU5t going to have to" : ?'"Form*it yaur disk any how' l "" 

360 OPEN ,1 T "ZZ2XtfXYY.aQl": CLOSE *1iKILL "ZZZX XXVY- CJDJ " s GOTO 360 

370 CLEARW 2:FULLW 2iBOTOXV O f Ot REM *•** "VES" BUTTON #*#* 

380 ?"l m ylLiiJ Lu Iil-jt that taut . . . " 1 gn* n 7,FiO 



PREVIOUS 
ARTICLES IN THIS 
SERIES APPEARED 
IN ISSUES 
31 and 32 



In a future issue I'm going to take a look 
at the intelligent keyboard interface and 
hope to see you then. My address for any 
queries etc is below - but if you want a 
reply include a S.A.E. If you live outside 
EJREj International Reply coupons con be 
obtained from your local post office. 
Write to Colin Cox, 10 Graigue Court, 

Poppintree, Ballymun, Dublin 11, 

Eire 
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520ST-FM SUPER PACK 




1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 

Aricanoldll Imagine t19 r $$ 

Btyond Tin Ice Palace ... Elite £19.96 

Black Lamp I n ub rrj E1 9.95 

Buggy Boy Elite E19.BS 

Chopper X Mastertronic £9.99 

kariWjimnn; Elite 

Marble Hadnesa Electronic Mi £24.95 

Quadrallen LOftc-tron E1S.9fi 

Raruarama Hawson Consultants £19.96 

Return Tc Genesis. Firebird £19.95 

Roadman Melbourne House £19.95 

Slarquahe . Mardarin £19.96 

TeitOdw Electronic Art* E?4,95 



Thrust 

Thundercata 
Wlzbell 

Xenon 

Zynapa 



Firebird £9.95 
Elite- £19.95 
Ocean £14.35 



Melbourne House £1?,95 
Hewson Consultants £19.99 



The Atlri Super C\jtl 11 deal to. - ycj rt yuu wanl 1a 911: nrr to a llyfij «t*ri 
«T> bw" " vniarHinmenl mftwi. The Pack Inclodu a 52D5T-FM 
■an PAU. g builMiT -Mb (ji;* crrwn. over £450 al top garra and a 
* K sii.\< J buy 1;- 3up*i rv. ► hi Silra 3hcp « w I no: Dur r.-A-. SI 
BUrttf Kit /mf,nf, ;™« SJCOf. Fr« Of Oh'S? Rrturp lrm kmjbot -tar detain. 




iNCLUCJINCi VA1 



SPORTS SIMULATIONS 
Eddie Edwarda Super Shi EH1& £19,95 

Second! Owl Tynesoft £19.95 

Summer Olympiad "66 Tyneaoft £1496 

PRODUCTIVITY SOFTWARE 

Organ iMf Triangle Publishing £44,96 

JOYSTfCK 
Atari CX40 Joystick Alari Corp £4,99 

FREE ATARI BUNDLE VALiJE:£45li7 



With SM 1 24 mono monito r: £493 ^ With SC1 224 colour monttor: C696 ! 




NOW WITH TV MODULATOR 

For trie aerioua hume user and uk small business., are 
rHsesBd 1o announce a new paukayt based arnund ths 
HMOST-f*n. ThD KMO^r-l-M hB* IMbyie flAM a^ a 
1Mbyt« buill-ift disk drive. In nrtrli:ic,r. tha. IQ40S~-I-M 
now comee •* In a TV modulator buin-in. |Thn pr*jv*ousiv 
available- lD40!jr-l- was deBiflned 1or us* wilh a monitor 
"July and did nut ;:cTin wilh a mcidulatQr.) ThlB- moduleror 
allows the 1Q40ST-F 10 bo plugged dir««iy into any 
(Hjmfl^tir; TV &et. and cornea, complm* wilh a Mad in 
allow yen to do so 1i*h new 'Froiesaional Pack' from 
Srlica inCludea. !hn new iCM-fjST-fM i*,th rnodul atOf plUB 
■our high qualily software packages, including a spraafl- 
shfHri. dslahns*. *c-rd processor and programming lang 
uage Tliis Professional Prick' software Will enable vliu *u 
Q&t Straight down to business with your nnw r.ompuler In 

addition to ihia. soit*are (worth £35* 94;, if you buy ihg 
Prufasimnnl Pack Iron Si ir.a Shop, you Will ale* receive 
trie S>lita ST Stanor Ki1 (worth nvnr E?(jrj}. Fr« Or 
Charge, fletum me coupon (or Further inlurmanon. 

£499 




INCLUDING VAT 



WLtJiSM124 mono monitor: £598 Iff 
With SC1224 colour monitor; £79853 



ATARI 1D40ST-FM iComputeO £499.95 

VIP PROFESSIONAL (Spwdahull £1+9.95 
MICROSOFT WRITE |Wofd Prooeaawl £1 49.95 
SUPE ABASE PERSONAL fDaiabassi £59.95 
BASIC DISK A MANUAL iLangunr^i £24.96 



NORMAL RRRt £364 82 

LESS DISCOUNT: -E3B5.S2 



PROFESSIONAL PACK PRICE: £499 OC 



2Mb & 4Mb MEGA ST 



The MEGA. ST computer* are stylnd as hs hghlwgighl KaybOBrd wHltv a saparate CPU, 
connecled by b soiiec ulapbona ityle uble. Thura am two vgnions oi me MEQA 5T, 
onn with ^r/nylrts RAM gnrj the Olbar w III 4May1as. Loch vnrsinn has a IMOyig 
OjljIk sidad £\u drum hi. ill n 1o rnaCHU u Hr. "Pfl MEGiA STa do not come with 
modulator blirh-irl flilfl must iherdDro he used vaith ^ mcinitcr Wf> e«ry MEGA ST 
purctahft) wb well add the 'Proleaaknnal Pack' soltwara iwonn rJetaiied 

tbe "*- plL " Sil 2Mb MEGA ST 



►53 5T starter K l 
|wi?rth o«er £200} 
Mlh Free Of Chargr;. 
Return ibe oauptin 
iarfyrttigrdBtairt 



£899- 

f mono monitor £998 
'-colour monitor = £~I19& 



4Mb MEGA ST 

£1199 

*-mofio marilor=£12&a 
+ colour monii tor £1496 




DTP Pa geStream £149 




tJesttlnp Pl*»stioj |OTP| h iww nl iI'h kvuS 'jicwna B^plicolicrs iDr pwicnal 
Mrrpjtcs na ar» jHusiec 1n annotrtM a powar^jl km cuol pach*ot Icr Ihe Alarl ST 
Mind PanaSlream. Kaae!ilrai-c cnsK fx y fun f-'M". (lTi JSi 3rd twcaiiK f; 
*tr'? wilh an Atari liWGSY ard a SfrhmTu BP-1911AI p^inr^r. yuu cap tw ap and 
urmisj hiii a vonylrt? system Ibr kss Irian £!QQO 5o^r« (rf ihj Itmluies cd 
Fh^&r,<a^:ri Vh Icjimj Lo the 'irjl"! <i sKHi wnLlc Mkr: l.inhflr uMtiWulfltii'i Or (ho 
progwn ;itii;iI*v- anij ryiur-i Iho coupon botaw, Ddtlng Vh 'DTP bene «-i ^rm C«m4r 



■ TEJCT-FLOW AHi-JllNH GMPMlCS 

■ ROTATION OF TEXT t GntftHCt 

■ ELAHT DR TW1S.T AMY OBJECT 
' POSTSCRIPT COMPATIBLE 

r rfl.y FUMCTIDH 

* AUTO.'WAWUAL K.EHMIHG & NrYPHEJtATlOfl 
" tiHOUPFMS OF OBJECTS 



The ranrjeol Atari ST compusers oriijrs sornelhing for everyone. From tlw gan ^s i:ni-..-,ia:j.i 
*ho wflnla the challenge of ihe very beat r arcade action, ?u Hi* businussnafl who *ants 1o 
make financial forecaats or rauhleaa pr<r3onta1ion5. The ST oftera high quality graphics, 
sound and spewi 1rjr the. garnar. whirat providing a last, usur Trirnclly ,mi3 affordable aolullco 
1o t-isinesa The ST is now rirmly estiiblished in ihe home environment and 1:<misis a m h 
oi uaers in education, local governmenl, television, a/id a varipiy nf rjifrwen? businesses. 
Software 1or Che range atretches 1o cuvcr appleahons as diverse as ENTERTAINMENT 
ACCOUNTS., ART. COMMUNICATIONS. COMPUTER AIDED OESIGN DATABASES 
DESKTOP PUBLISHING. EDUCATION, MUSIC. PROGRAMMING, SPREAD SHEETS, WORD 
PROCESSING and more For :i 1nl lis: of the aoHware available, aa well as emails of the ST 
range, complete and retu rn the coupon below *rpt« wk> ii rt* m* of jcit u m uct 



520ST-FM EXPLORER PAGK 

WITH BUILT-IN 1Mb DISK DRIVE 




The value ror money offered by the Atan ST rartgft is reflected in the Explorer Pack 
Isalurtng the 520ST-FM computer *ith 51 2K RAM. The 520ST-FM computer now 
comBS- wilh a built-in 1 Mt> double sided disk drive as well as a free moLise controller 
and a built-in TV modulator. The new 52QST-FM Explorer Pack incudes the b2uS I - 
FM compuler, the arcadB game Ranarama, a lutorial program and 5ome userul 
desktop acceasories. In addition, i1 ycu buy 1ha Fjplorer Pack from Silica, we will 
give you We Silica ST Starter KM worth over £200, FREE Of CHARGE. Relurn the 
coupon lor details, of our Starler KM and of Ihe Tull ST range 

£260 




+VAT= 

£299 



t SM124 mono monitor: £396 1 



- SC1224 colour monitor: £598 ^.V 



WHY SILICA SHOP? 



BeTorg you decide whan Id buy ycLf nun Alan ST 
crarfuwr. wg ss>shjbj| yoij consUH very carafiily WHERE 
you buy il. There ire MANY cc<r(4n48 Wbb Mr'. pn6' 
you B compulfif, a law popipherae and Ihe tap ten selling 
1119$ There are FEWER com panto who can pfler a wid» 
range d prraij^li iyr your compubef flftc ftiperl aiJvtc 
and help when you nmd K. Th«f« n ONLY ONE 
company Who can prbwde (he largeil rangn rt A-jn SI 
rnltSod ptPCUctt in 1he UK, a lull 1inw Attn ST specialal 
lechncal hdpline ird ir rlnplt' afler mhs BuCC4r1, r..- 
ibc*na r-ee rewaimerj aid brcchLrai doiwrr^l » your 
daqr inr an long as you reCfjifB aHar yet p.-cfar-c ynur 
CLirpjIar Thai nrc rnmpqry i& fjil»:fl !;J"»jy 'lyre 
bean ealablishad in ihe home computer 1m irjr ten years 
w* an annual lumouer in areata a\ ifi milton aid cm 
row clam lp ™*t giir cuHomers reflgremaflbJ pith an 
accuracy and underrtandng wfich is Mr.r.rr. -r, 'i.jfm 
But donl iaH la«e Ou 1 word lur r. Camptoin am] nHum 
the -niiprx-i hfllcw to' Our hwalui? a-i-j jvjr lo 
BnperionDt the Shr.a Shop spnc^blt Atari aanlSB. 



5HJC^ ST4flTElff *JT: Worth am D00. FFaEFJ 
•1th *wy AlBn 3T crmpabsr boughl rrprr* SIIka 
Pft0fT55fO*ML MCX: ►roe hLslnMS ir/mmrH 
■llh W06T-FM and MCGA ST i baughl rrom Stn-Ji 

DECUC47T1P SBTVTCffVft J Ml'-limu Aju/I trtivd 
jldfr i*iih yeai« jl expenerce nr Atirl lanriclng. 

fW FlA^ STOCK RArVGEr A'l C your Aih.i 
'fHii.iriHiiiij.iiK lifjm un« place 

4/ r TEn' SALES SUPPORT: Tl-airarl el Silica are 
dedaieei Is help ynu qet :id whI 'm yiVir 3T 

FftEE CATALOGUES: MaiHd dlrecr Ic-ycwi hcnw 
:1m pjti" jb we- prnl them, laalLrlnc oltn X* whIi 

JhJIII I'lfTHH 'ih* ri<ip55^ 

FREE OVERNiGHT Dti-tVEM: CV, tk n*r4w B r? 
Oreen Clipped w?hm the- UK. murlard 
W/CE MATCH PROMISE- W* «■ «aikh cofnp- 
alitrvB on a sanw producl ume f.< i:> batiB 

/WE ]TO*rW&tJL HELPING Fiji 1imo team al 
Atari technical axpnirli Alweyi. gi service. 



FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 

ALL PRICES QUOTED INCLUDE FREE UK DELIVERY 



DO YOU OWN AN ATARI ST? 



II yaa already v*n an Aian ST computer and would (ike to be reg*iered on our mailing lisi » en 
ST user, lat us knaw Wn will h*. pleased ri- aend yuu Copws d cur pricv lisM. and neweleitere 
FREE Or CHARGE as Ihey became aiTirlnhln Corrplele the OuupCO and re!am il tc Diir fiidrup 
hrannhnrd bflQ n eipe r eP0irq a tpet =alit.| ST 3BmoG thai in snconO lo nona. 



To Silica Shop L1d, Dept PSlX 06S9 1-4 The Mews, Hatherloy Road. Sideup. Kent, DA14 4DX 

PLEASE SEND FREE LITERATURE ON THE ATARI ST 



SILICA SHOP: 



Mr/Mrs/Ms. 



Address: 



Initials: 



Surname: 



SiDCUP i&r Mail OrdarJ 01-309 1111 

1-4 TheMe&s. t-fatfteriey Road. Sidcup, Kent, OA14 4DX 

QPEH- n<0.\f k..j.t; :. :-:Of,m LATE NfGHT FRIDAY 9am ~ 7pm 



LONDON 01-580 4000 

52 Tottenham Court Road, London. W1POBA 
OPEN: AtOtV-SAT 9.3C>xfn - S.QQpm t-ATE NiGftT: NONE 



LONDON 01-629 1234 &xl 3»I4 

S&l f ridges f 1st tfoor), Oxford Slrtvt. London WtA IAS 
OPEN: MOtV~$A f j«?m - 6.00pm LATE NiGHT: THQFtSGA Y flam - Bfim 



Postcode: 



□o you BlreBdy own 9 computer 
If ao, which One do yuu own? 



dtp n 



PAGE 6 ACCESSORY SHOP 

THE VERY BEST IN PUBLIC DOMAIN 

PLUS BOOKS, DUST COVERS and ACCESSORIES 



B 
O 
O 
K 
S 



IMTTERNALS 



BOOK OF 



t;i:NSHU' 



WING 

tfflH 

Ft* 61 *!™ 



Elect 
Com 
Proje 




XL 




The largest selection ol Public 
Domain software for the XUXE 
available anywhere - only the 
very best makes it onto a 
PAGE 6 disk! 



NEW XL/XE and ST 
catalogs 

NOW AVAILABLE! 

Please note our catalogs do n<5( contain 
commercial software normally available 
irarn refatlers or advertiseri in 1he magazine 



r>r.... ' ~' i Cm... rWJ£». 
— iw - ■ - V mi&n * -- »■ 





OFFICIAL UK DISTRIBUTOR FOR 

ST NEWS 

THE WORLD'S FINEST 
ST DISK BASED MAGAZINE 



